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Tur 3 eſteem i in „ ich 5 Me, Hoyle's 
Games have long deen held, may, per- 
hips, influence many to conſider the preſent 
volume as unneceſſary ; ; the Editor, therefores. - 2 : 5 
thinks it his duty to point out the ſuperior ad- 
vantages of this publication. 
Though Mr. Hoyle's treatiſes are 1 74 
N recurred to for information „ It will be rea- 
© (WH dily admitted they are too prolix, and oftener 
f perplex than inform; the frequent repetitious 
alſo with which they abound, render their 
peruſal tireſome ; neither A 8 calculations 85 
always correct. 
In this produsion, theſe deleds are . 
moved, every valuable particular from A 75 
. is here eee to which are 
e, 
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| | added, Rules and Inſtructions for playing the 
games of Faro, Cribbage, Rouge et Noir, 
and Matrimony. - The whole forming the 
completeſt collection of games ever publiſhed, 
and in price cheaper than Mr. Hoyle's Games, 
It is neceſſary to add, that the alterations 

and arrangements were eg by the late 
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HE + of ain s e 
T 55 -two card i pl partners are ſettled by 
cutting the cards, and the 29  highef rk — 
the two. loweſt. ., The perſon cutti 8 
(which is an ace in cuttini )i uti iog 2 — 47 

Bach gegen has a right d. Sue the cards be; + 
fore the deal, and the elder hand Huglit tn: une 8 
them laſt, excepting the dealer. FILE 
| The deal is oo by having the pack cut bs = *6 

right-hand adverſary, and the _ rs 4 ” 
phe card, one at a time, to each of the "ls RE 
beginning with the - left-hand adverſary, till he 
ones to the laſt card, which he turns u 
the trun „and leaves it on the table ti the fr 
Woo Es a 

o one, before his er 8, ma X 
bim that he — has no the may = 1 
attempt to take up a tric ough won before 
the laſt partner has played, is d > hong very impro= , 
In. e en * 95 e the N 


— 
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„ „ WHIST. | 
of the cards, between partners, are to be admitted. 
The miſtake of one party is the game of the adver- 
fary : however, there is one exception to this rule, 

which is in caſe of a revoke; if a perſon happens 
not to follow ſuit, or trump a ſuit, the partner is 
indulged to make inquiry of him, whether he is 
ſure he has none of that ſuit in his hand: this in- 

dulgence muſt have ariſen from the ſevere penalties 
annexed to revoking, which affect the partners 
equally, and it is now univerſally admitted. 

I ̃ be perſon on the dealer's left-hand'is called the 

| elder hand, and plays firſt; and whoever wins the 
trick becomes elder hand, and plays again; and ſo on, 
till all the cards are played out. The tricks belong- 

ing to each party ſhould. be-turned and collected b 
| _. thereſpettivepartner of whoever wins the firſt tric 

in every hand: The ace, king, queen, and knave of 

wh trumps, are called honours; and when either of the 
ti parties has in his own hand, or between himſelf 
and his partner, three honours, they count two 

” er towards the game; and in cafe they ſhould 

Have the four honours, they count four points. 


- 


ol ©::Explanatory Table of the Terms uſed in playing. 
- Fineſing, is endeavouring to gain an advantage, 
_ thus: 85 have the beſt and el bet card of the P 
ſuit led, you put on the third beſt, riſking your E. 
adverſary's having the ſecond beſt; and if he has 4 

not, which is two to one againſt him, you are cer- 2 
- tain of gaining a trick, ' | . 
Feorting, is playing the ſuit of e e part- 
ner or adverſary has not S ans, he muſt 
trump, to win ENG Shs 
Long trump, 1--yoſſe TALEER Fare: 

in one nan. 
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4 
— - 


s in- 
ilties 
mers 
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Looſe card,.is a card af no value, and conſe- 
quently the moſt proper to th he 
Points, theſe are gained by 
arid ten conſtitute the game. 
Quart, is four ſucceſſive ca 
king, queen, and knave, conſtitute a quart- major. 
Quizt, is in principle, like a quart, but formed 
of five cards. 2 : | 
See-ſaw, is, when ea 


6 is the number of points ſet up. 
Slam, is, when either party win every | 
_  Ten-ate, is poſſeſſing the firſt and third beſt 
cards, and, being laſt player, the adverſary muſt 
loſe the laſt trick, whatever. card the fuit may be 
played, as thus: if the p | A 
queen of any ſuit, and his adverſary leads. that ſuit, 
he muſt win two tricks, by g the beſt a 
third beſt of the ſuit played, and being laſt player. 
Tierce, is upon the principle of a quart, hut con- 
- fiſting de only three Hs. 
art of playing this game 
pends on. fecollecting the cards that have been 
layed, and thoſe remaining in hand, we ſhall here 
ert what Mr. HoyLe t 


memory. 
Let the 


As the great 


next, and his weake 


. 


row a 3 | 
baue and tricks— . 
ds in any ſuit. Ace, | 


ch partner trumps a ſuit, | 
play thoſe ſuits to each other, for that 


" * 
9 5 a 
* ho” + 3 


er who has ace and 
having the beſt any 
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* Js - 
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4 75 * * "Jl 
42 Io" : * i Ra” 
bell d- 
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s called an artificial 


Let the player place the trumps to the left of al! 
the other ſuits in his hand; his beſt or 
the right-hand. © 
the courſe of 


* 8 
play, he finds he has the 
5 BY ² 1 Se + SR, 

* 0 5 A 88 card 
** Tn 0G tet A RE 
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ee ofa any fuſe | he ſhould | place it it to 0 the | fu 


nd e 90 805 card he has Ro i gs to re- he 
pat — as the beſt card remaining. : 
If he has the third beſt card of any ſuit, be Wi * 
Thould place a ſmall card of that ſuit between the 1 
ſecond beſt card and his third beſt. 8 
In order to remember his er's firſt BY Ye x 
ſhould: en al de a * rd of the ſuit led, — to 


| ok e! 1 4 Aer, a Bee, | 
As a 5 is of material conſequence i in ihe 
79 game, a ſtrict obſervance of the following rules 4, 
uill enable the player to diſcover when and in 5 
What ſuit au adverſary revokes. 81 
35 been e ayer. ſhould ſeparate four of his tricks tt 
0 A ef remainder, remembering "the firſt of thoſe tt 
tand for clubs, the ſecond for dia- Y 
ve thir rd for hears, 1 
he fulpects the revoke to bave been made ne 
15 parate the fourth trick a ſmall diſtance ll © 
3 if in hearts, Tepara e the third 4 
and | fourth ow. the firſt and ſecond, and in like 
manner the reſt. From theſe tri tricks, the player $3 
"will receive «lanes as it were, . : \ 
ſuppofi ng 
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ſuppoſing the. firſt trick to. ſtand. for the letter 
A, ſo clubs beginning with C, they ſhould be 
neareſt to the firſt letter of the al habet; dia- 
monds beginning with D ſhould ſtand next; hearts 
and ſpades then come in turn; by which means 
be may very eaſily recollect the ſuit in which he 
thinks the revoke has been made. And by re- 
moving theſe towards the adverſary he ſuſpects of 
having revoked, he will probably remember in py 
which trick the revoke took place. FT pd 


1 f the ESE of 13 * as * el at 8 
Book Es's, and every other e . 5 


= Dealing, | ay 
IF a card is turned up in dealing, it is in the 
option of the adverſe party to call a new deal; but 
if eſther of them have been the cauſe of turning up oY 
ſuch card, in that caſe the dealer has his option. 
If a card is faced in the deal, they muſt deal | 
again, unleſs it is the laſt card. 1 5 
fles Every perſon ought. to fee that he has 13 cards 
5 dealt; therefore, if any one ſhould happen to have 
| only 12, and does not find it out till ſeveral tricks 
43 are played, and that the reſt of the players have 
a their right number, the deal ſtands good; and alſo 


90 the perſon who plays with 12 cards, is to be 
2 Munifhed for eachreyoke, in caſe he has made any: 


ut if any of the reſt of the players ſhould happen | 
de De LG, that eaſe th deal is loſt. - Ms 5 
Te e dealer ought to leave in view upon theta Ce 
rd F dard, till it is his turn to . and after 


ke yo mixed7it with bis other — 
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entitled to demand what card is turned tp; but my 
ſk what is trump this con eee 
t 


a law, that the ler canno Parte a wrong cird, 
__ which etherwiſehe wig have do ” 
owe of. the it to N up or book at 


air 5 ds, whi on is dealing; and if the 

5 5 dealer 000 5 ee deal, in 2 5 caſe he is 

wall deal again, unleſs it ariſes from his partner's 380 
fault; and if a card is turned up in dealing, no new 

deal ſhall be called, Wee e has been the «7 

_ cauſe . m: 


A deals, and inflead of turni up the trum fri 
Be the trump card u on the et of his 8 th 
the face downwards; ; e is to loſe his deal. ar 

Of playing out ef Turn, 2 I 25 1 


Xt any perſon pla plays, out of his tu:n, it is is” the 
tion of either of his adverſaries to call the card tu 
= at any time in that deal, provided it does hi 
ma! ke him revoke; or if Eber of the adverſe Of 
2 ies is to lead, he may defire his partner to name w 
Su uit he chuſes to have him lead; and when a 5 
wha ner "muſt play it if he | ar 


A and Bare p amainſt C and D; A plays 
apr rt Ri 1 5 122255 C pla the k 
| 2 EE 5 5 8 
- it; but ore ays us: OED 

. - #hi 15 s or e "oi > | 
tne on o or to | vin. 
8 the trick open of 5 1 10 . 
27 A and E are ; ; 
4 club, ths pre 


. 


2 . . 1 


e 
er ww'ithis cafe D Ban 2 right to. Ply before bis 
partner c. becauſe Þ played out of his turn. 
If the ace, or any other card of a ſuit is led, and 
It ſhould ſo happen that the laſt player plays out of 


his turn, whether his partner bas any of the ſuit led 
er not, provided you do not make him revoke, he 


Bra ae eee 5 

vi 5 . 

i the e e pain to be ie" etal - 

25 may add three to their ſcore, or take three tricks 

„ he from the revoking party, or take down three from 

with their ſcore; and the revoking 5 proviee they _ 

be are up, notwithſtanding the ty, muſt remain 
at * the revoke ales Place of any other fore 28 
the Fenn and before the einde arp 8 

ard If op perfor it, the adverſe party may call the 5 


Higheſt or loweſt card of the ſuit led; or have their 
erſe option to call the card then played, at 4 time 5 


me when it does not cauſe a revoke. © 
n a No revoke to be claimed till the trick is turned 
he and quitted, or the party ho revoked, | or his 
"il Partner, have played again. ee 
ays If any perſon claims a Nuke, the adverſe party 
tre gots mix ther cad, upon foreiture of the 


3912 E. an after the 


ere 


JC © 7 


new deal; and they are at liberty to conſult each 
other, whether they will have a new deal. 
+ After the trump card is turned up, no perſon 
muſt remind his partner to call, on penalty of loſing 
a point. . VV 
If the trump card is turned up, no honours in 
the preceding deal can be ſet up, unleſs they were 
before claimed. | . 
If any perſon calls at the point of 8, and his 
partner anſwers, and both the oppoſite· parties have 
thrown down their cards, and it appears that the 
other ſide had not two by honours; in this caſe 
they may conſult with one another about it, and are 


at liberty to ſtand the deal or not. RES. 
And if any perſon anſwers when he has not an 
honour, the adverſe party may conſult one another 
abont it, and are at liberty to ſtand the deal or not. 
If any perſon calls at 8, after he has played, it 
| Jhall be in the optian of the adverſaries to call a new 
Of /epargting and fhowing the Cart. 
If any perſqn ſeparates a card from-the reſt, the 
. adverſe party may call it, provided he names it, 
and proves the ſeparation; bat in caſe he calls a 
wrong card, he or his partner are liable far once 
to havethe higheſt or loweſt card called in any ſujt 
JJ7õã cc _-CEo. 
If any perſon throws his cards upon the table, 
with their faces upwards, upon ſuppoſition that he 
has loſt the _ _ adverſaries Aran it 2 ow 
Power to call, any of the cards when they think 
proper, provide! they 06 not make the Frye 
Yoke, and he is not to take up his cards again, 5 


vn ag 


7 If any is fure of winning trick in 
his 0 Fer ſhow his cards g ey. table; 
bit be is then liable to have all his cards called. | 


| 'Of omitting to play to @ Trick. | 
A and H are partners againſt C and D; A leads 
a club, C plays the ace of clubs, B plays a club, 


— 2. partner to C, takes up the trick without 
playing any card; 4. and the reſt of be! 7ers, 
Bly on, ppears D has one card more 


the reſt; Ars The in e 
fries to dla new del. | 


8 who 3 any pon Card. 
in playing, e CH card: 
ves bl £7 55 he one fo, if er of the 
adverſe parties mix theĩt card with his, his partner 
is entitled to direct each perſon to lay his card be- 
fore him ; F 5 


cular card, 


fr. ach 's fare Rules for lune. 


ALWAYS lead from your ſtrong ſuit, * 
2 through an honour when you have a good 5 
Lad through the ſtrong ſuit and up to the weak. 
ap a trump. if 4 01 5, and you have a good 

yences are ble leads and with the 
hgh Wo bogs 


Tobey Sint won lead, , not your adverſary” "oo 


Aro eng an = you 1 have the king. 
; ; Never 
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Never lead A thirteenth card unleſs trumps are 
out. | 
Nor trump a thirteenth card, except laſt player. 


8 your beſt card third hand. N 1] 
| When ia doubt, win the trick. 1 
| When you lead ſmall trumps, begin with the” 
higheſt, — ow 
e not trump out, when your partner is likely 
10 trump a ſuit. ky 
If ygu hold only ſmall trumps, make them when 4th 
vou can. ene 
Make your tricks early, and be careful of fineſſing 91 
N Be ſure to make the odd trick when | in your - 
| 2 as 
. Never force your. adverſ; with your beſt card, © 11 
unleſs. you have the next beſt, m 
8 2 one card of any ſuit, and but two or "IP 
three, ſmall trumps, lead the ſingle card. fac, 
Always keep a commanding card to bring 1 par 
8 ' yout ftrong ſuit, 1 
In your partner's lead, endeavour to keep the e 
command in his hand. f 
Keep the card you turn up as long as you. conve · ¶ ¶ tru 
niently can. EF kn: 
If your antagoniſts are 8, and you have no \ ho- Ke 
- nour, play your beſt trump. F 
+ Always conſider 22 Os arid a play your hand ry 
2 e SE ng | 

* Pareicular: Rules to be uferved in Playing, fron vm 

| Mr. HorYLE. 

IF you have ace, King, and four ſmall. trumps 5 
wih a. 2 e you. muſt Ply three rounds of mo 


Camps 


„ 
I * 


.FUTLST. 11 
rumps, otherwiſe you may have your ſtrong ſuit 
trum | 
If you have king, queen: and four ſmall trumps; 
with a good ſuit, trump out with the king, becauſe 
when you have the n again, you will have three 
rounds of trumps 
If you hive & ing queen, ten, wad three ſmall 
| franips with a g att trump out with the king; 
in N N of the knave's falling at the ſecond 
round; and do not wait to fineſſe the den, for fear 
your ſtrong ſuit ſhould be trumped. * | 
If you have queen, knave, and three f nel 
trumps, with a good ſuit, trump. out with a ſmall 
one. 56 3288 | 


_ If you have the queen, knave, nine, and two 
o or wall trumps, with a good ſuit, trump out V itli 

the queen, in expectation of the ten's falling at the 
5 ſecond round; aud do not wait to finefſe the 1 92 . 
18 but trump out a ſecond time. 8 
2 If you have knave, ten, and three ſmall rumps, 
P with a good ſuit, trump out with a ſmall one. „ 
3 If you have knave, ten, eight, and two Fall a 
1 trumps, with a good ſuit, trump. out with the 
H ho Enave, in enpectation of the nine 's klin at the 
8 ſecond round. 
händ If you have ten, nine, eight, and one PTY 
4 n with a 22550 1 75 trump out wth the ten; a 
ron Wl © Ihr. bam. 7 | Maxims for War. : 
'E ; LEADER. 
* 1. BEGIN with the ſuit of which you ©: 


oh N wo 3 make ſeveral nicks) in it. 1 
„„ 


moſt in number. For when the trumps are out, 


12 | WIS . 
2. If you hold equal numbers in different ſuits, 
degin with tlie ſtrongeſt; ;—becauſe it is the leaſſ 


le to injure your partner. 
| 72 5 Sequences are always eligible leads; ;—becauſe 


they ſupport your partner's'hand, withour i injuring 


"= your own. 


4. Lead from aking or queen, rather than from 
an ace;—for ſince the adverſaries will lead from 
thoſe for ſvits which yon do not, your ace will. * them 


. _ from a king enter than from a queen, 
＋ from à queen rather than a knave; — for the 
| danger the ſuit, the leſs is your partner en- 


6. Lead not from the ace queen, or ace knave, 
: till it becomes-neceffary ;—for if that ſuit is led by 
the adverſaries, you Roſy a god chance of king 


N r 


7. In e uences to a queen, knave, or ten, 
e bigheſt ;—becauſe it will frequently 
LN your r led Pang adverſary. 

2 Having ace, king, and nave, lead the king, 
8 ſtrong in trumps, you may wait the return 
of that ſuit, and fineſſe the knave. © 

9. Having ace, king, and one ſmall card, lead 
the fmall one, — for by this lead your partner has a 


 chanceto make the knave, 


10. Having ace, 1 and two or three. ſmall 
cards; play ace and king if weak in trumps, but 
a ſmall card een in them; for when ſtrong in 
trumps, you may give Jour, partner. the Chance 
"_— the firſt trick. 
41. Having king, queen, and one dall . 


play . e wee hes un equal 


942 TY 
V+ 


— 8 y 
4. oa 


cards, lead a mall card if 
the king if weak in them for ſtrength in trumps 
entitles yon to play a backward game, and to give 


| good pn 0 


i — if it 


Wr ns 
chance to win the trick; and you neal ot ee to 5 


make king or 
12. Ha Having Ling. + queen, and two or three ſmall 


in trumps, and 


artner the of winning the firſt trick; 


ur 
but weak in trumps, it is neceſſary to ſecure a trick 


in that ſuit, by leading the King or queen. 


I3. Having an ace with four ſmall cards, en no | 


other d ſuit; play a ſmall card if ſtron ” 


and the ace if weak; for ſtrength 
may enable you to make'one or two of the 


all cards though your ! ſhould denne 
| knave, and ten, lead the ten: 


to ſupport the 
14. Having king, 
for if your partner holds the ace, you have a 


HF or not. 
F l us g. queen, and ten, lead the kings 


chance of making two tricks. 


WT Having queen, knave, on; 19 "io "tha. 
queen;—for upon the returu ↄf that ſuit fram your 


partner, by putting on the ge you bo r 8 


make the knave. 55 
Ga SECOND HAND: - 


7 Having ace, king, and ſwall —— — 


ſmall card if ſtrong in trumps, but the king if 


in them;—for otherwiſe your ace or king migbt de 
War 8 : 


tromped in the latter caſe, and no 
n ESD. few FREY be? in critical caſes. 


making three tricks, whether, he 


ls, upon the return of that ſuit om 
your partner, by putting on the ten you Havgi. 4 Ty” 


&% % 
” 


14 | WHIST.. - 
14. Having ace, queen, and ſmall cards, play a 


| ſmall one for upon the return of that ſuit you 


will probably make two tricks. 


OTE £4 DONT TOO ET TG 
7 


_ - 3. Having ace, knave, and ſmall cards, play a 


ſmall one; for upon the return of that ſuit you will 


probably make two tricks. 


4. Having ace, ten, or nine, with ſmall cards, 
play a ſmall one; for by this method, you have a 
chance of making two tricks in the ſutt. 
5. Having king, queen, ten, and ſmall cards, 


play the queen ;—for by playing the ten upon the 


return of the ſuit, you will probably make two 
tricks in it. : | 


6. Having king, queen, and ſmall cards, play a 


ſmall card if ſtrong in trumps, but the queen if 


weak in them;—for ſtrength-in trumps warrants 


playing a backward game, and it is always advan- 
tageous to keep back your adverſaries ſuit. _ 
7: If you hold a ſequence to your higheſt card in 


the ſuit, play the loweft of it; for by this means 


your partner is informed of your ſtrength in that 


8. Having queen, knave, and ſmall ones, play 


the knave; becauſe you will in great probability 


ſecure a trick in that ſuit. x 
9. Having queen, ten, and ſmall ones, play a 


ſmall one;—for your partner has an equal chance 


to win the trick. | e 
10. Having either ace, king, queen, or knave, 


with ſmall cards, play a ſmall one; for your part- 


* 
— 


ner has an equal chance to win the trick, 
11. Having either ace, king, queen, or knave, 


with one ſmall card only, play the ſmall one ;—for 


* 
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r the adverſary *W fineſſe upon you * 
that ſuit. 
12. If a . is led, and you. bold the kive, 
put it on; for if your PUNE holds the ace, you 
lo no harm; and i the ng is taken, the arent. 
ries have played two honours to one. 

13. If a knave is led, and you hold the queen 
put it on; for at the wor m8, bring down two 
honours for one. 

14. If a king is led, 5 you hald, ace, -knave, 
and ſmall ones, play the ace N it cannot do the 
adverſaries a greater 8 TEE 55 


THIRD HAND: 2 lar 


| 1. Having ace and king, ihe 1855 N re- 
turn the ing g becauſe pay not 10, Jeep. the 

command of your partner's ſtrang ſuit, 

2. Having ace and queen, play the ace, 3 re- 
turn the queen ;—for although it may prove better 
in ſome caſes to put on the queen, yet in general 
your partner is beſt ſupported by the On. 

above. 

3. Having ace and knave, play. the ace, and re- 

turn the knave ;—the knave is returned in order to 

ſtrengthen your partner's hand. 

4. Having king and knave, play the king; and 
if it wins return the knave ee it vill 
ſtrengthen your partner s hand. 

8. Always put on the beſt when your poi r | 

leads a ſmall card; ;—becauſe, 1 beſt ſupports your 

F $ hand, 

5. If you hold the ace and one {ſmall card only, - 
and rt partner leads the king; 5 "FAYE, 9 the wa 

ITS e 5 | an 


* 


—Y 
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and return the ſmall one; — for otherwiſe your ace 
will de an obſtruction to his ſuit. , 

7. 1 you hold the king and one ſmall card 22 
and Four partner leads the ace; if the trum 
out, it is good play to put on he ki 
fas on oy king harp * no obſtru ion 10 the 


"FOURTH HAND. 


1. 15 4 is led, and) you hold ace, 1 
a ſmall card, play the ſmall one;—for ſuppoſ- 
ing the ollow, you will probably make 
both ace and kneve. - 

2. When the third band 3 is wank'4 in his partner's 
Tead Tc, you may oſten return that ſuit to great at van 
tage; but this rule muſt not be Fpplicd to Tn» 
unleſs you are very ſtrong indeed. 


— & 5364 


Coir? 15 ait you fold return your Forme 1 
| immediately. W 


1. When you win with the ace, and enn retom 
an = 2209 a then i it will ory Rr. _ 


To w jt is vou have: no 1 . card in any as Ei 
fie ;—for ow: "ou axe e 


N * 3 
5 f 
CE 


gt. * * * 1 WOE ; 
* * . vo — 4 ji - 2 0 — 


P 3 0 > 
* ö 7 


e og OE 


: Cos +7 I 


ee 


f 

ers 
An- 
„ 
2 4 
1 
ad 


5 
q 8 3 
1 


£ * 1 ö N * 8 n 0 N N » 
5 - * 3-4 : |, * 
3 wt 8 * 0 939 
. ; * Ts , 
br 6.44 . . 
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hos in which you ſhould not return or ee 
| Lead immediately. 25 N 

1. If vou win with the king, queen, or 7 54 
and have only ſmall cards remaining; for the re- 
turn of a ſmall card will more” diſtreſs "a 


ſtrengthen your hows 
2. If you hold a good ſequence ;—for- then you 


= _ a Area uit, and not injure his ha 


ou have a ſtrong ſujt; —becauſe leading 

* a 28 ſuit is a. direction to. e 
and cannot iure him. 

4. If you have a good hand for! in this cafe 


| you 1 a right to confult e own hand, and not 


your partner's. 7 * 
5. If you hold five trumps — theri you” are 

warranted to play trumps if you think it right. 1 
Of leading Trumps. , 25 8 


1. Lead trumps from a ſtrong hand, but never 


from a weak one: „ which means you will 


ſecure your good cards from being trumped. 
2. Trump not out with a bad hand, although 


you hold five ſmall trumps;—for ſince your cards 
are bad, it is only trumping for the adverſaries good 
ones. 


ES Hig ace, king, knave, and three ſmall 


| trumps, play ace and king ;—for the probability of 


the queen 's falling is in your favour. | 

4. Having ace, king, knave, and one or two 
mal trumps, play the king; and wait the return 
from your partner to put on the knave:—this me- 


thod is in order to win the queen, but if you haye 
particular reaſons to wiſh the trumps var play twq 
__ of trimps, and then your ſtrong 


uit, 


C 3 5. Having 


18 ner. 


Gs "Raving ace, king, and two or three ſmall 
trumps, lead a ſmall one: this method is with a 
view to let your partner win the firſt trick; but if 
you have good reaſon for getting out the trumps, 
Play three rounds, or play ace and king, and then 
your ſtrong ſuit. 

6. If your adverſaries are eight, and you hold no 
honour, throw off your beſt trump:—for if your 

has not two honours you have loſt the 

_ garne, aud if he holds two honours it is moſt ad- 
rg for you to lead a trump; 

aving ace, 3 , knave, and ſmall trumps, 

hy play the ri don for by this means only the King 

can make againſt you. 

8. Having ace, queen, ten, and one or two 

ſmall trumps, lead a ſmall one, — for it will give 

your partner a chance to win the trick, and keep 

| Ra command in your own hand. 

9. Having king, queen, ten, and Cinall trumps, 
lead the king: —for if the king is loſt, upon; the 
return of trumps you may fineſſe the ten. 

10. Having king, knave, ten, and ſmall ones, 
lead the knave;—becauſe it will prevent: the adver- 
ſaries from making a ſmall trump. 

. Ir. Having queen, Kknave, nine, and ſmall 

"trumps, lead the queen ;—for if your partner holds 

the ace, you have a good chance 0 making the 
whole ſuit. 

14. Having queen, knave, and two or three | 
ſmall trumps, lead he queen ;—for if your-partner 


the whole ſuit, 
when, Th — PnR knave, ten, is and final rags 


4 lead ,, q 
. 


holds the ace, you have A good chance for making \ 


cad the knavej ſor an the return of trumps, qu 


14. Having knave, ten, and three ſmall trun 
lead the knave ;—becauſe it will moſt diſtreſs your 
adverſaries, unleſs two honours are held on your 
right-band ; the odds againſt which i is about three 
to one. 

19. Having only ſmall trumps, begin with the 
Ligheſt. —Þy this play you will ſupport your Partner © 


t ad. all you can. 

16. Having, a ſequence, begin. with the bi gbeſt. 
mps, Wl —By this means your partner is beſt inflrated 
king how to play his hand, and cannot; poſably be. in- 


jured. 


two 17. If an honour is turned up on your left, 4 
give the game much againſt you, lead a trump the firſt 


opportunity; for ypux game being deſperately bad, 

this method is the moſt likely to retrieve it. 

18. In all other caſes, it is dangerous leading 

| through an honour, unleſs you are ſtrong in trumps, 

or have a good hand;—becauſe, all the advantage 

of trumping through an ene ** in che Kasi 
of your partner.. 

10. Suppoſing berealter it is proper to lead 
trumps. If an honour is turned upon your left, 

and you hold only one honour with a = trump, 

throw off the honour, and | next. the ſmall one;— 

| becauſe it will greatly ſtrengthen your Partners 8 

hand, and cannat hurt your own... 

20. If an honour. is turned up on the left, and 

\| . hold a ſequence, lead the higheſt of it be- 

he it will ans the last hand, from 3 injuring 
| yur partner... 77 43 
4 80 E If r queen is rurped up onthe left and, — 
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probably may fineſſe the eight to advantage. 14. 


f 


| 
| 
| 
| 
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hold ace, king, and a ſmall one, lead the fmall 


you hold the knave with ſmall ones, lead the iWon 


and you'are ſtrong in trumps, lead a ſmall one; 


upon the return of trumps play the ten; for by 
ner, and will probably make two tricks in them. 


you hold queen, knave, and nine, lead the knave; 
- and upon the return of trumps play the nine ;—be- 


you hold ace, king, and ſtnall ones, 


trump-;—becauſe you will have a chance for getting 
the queen. 185 1 
22. If a queen is turned up on your left, and 


knave ;—for the knave can be of no ſervice ſince nd u 
the queen is on your left. we | 
23. If en honour is turned up by your partner, 


but if weak in them, lead the beſt you have. — By 


this play the weakeſt hand will ſupport the ſtrongeſt. Nor it 


24. If an ace is turned up on the right, and you 32. 
hold king, queen, and knave, lead the knave;— old 
for it is a ſecure lead. I any, | ad : 
- 25. If anace is turned up on the right, and you play 


hold king, queen, and ten, lead the king; and olds 
this means you ſhow a great ſtrength to your part- 


1. 
mal 

king, 
2 O'g1l 


456. If a king is turned up on the right, and 


cauſe it may prevent the ten from making. 2. 
2. If a king is turned up on your right, and mal 
vou hold knave, ten, and nine, lead the nine; ing. 
and upon the return of trumps play the ten; —be- o 
cauſe this method will beſt Gfcloſe your ſtrength in 3. 
nnn; ET 3:25 f mal 
28. If a queen is turned up on the right, at „ead⸗ 

you hold ace, king, and knave, lead we hr? 1 
and _ the return · of trumps play the knartj— Hife 

© - becauſe you are certain to make the knac e. 4 


29. If a queen is turned up on the right, d 
jead the k 


W HIS T. 2x 
d upon the return of trumps you may fineſſe, 
leſs, the queen falls; — for otherwiſe the queen 
nl make HCR. 1 ͤ n ⁰⁴ . 
30. If a knave is turned up on the right, and 
ou hold king, queen, and ten, lead the queen; 
nd upon the return of trumps play the ten; for 
y this means you will make the ten. 
31. If a knave is turned up on the right, and 
ou hold king, queen, and ſmall ones, lead the . | 
ing; and if that comes honie, N ſmall one; 
or it is probable your partner holds the ace. | 
32. If a knave is turned up on the right, and you 
old king, queen, and ten, with two ſmall cards, 
ead a ſmall one; and upon the return of trumps 
play the ten; for it is five to four that your partner 
holds one honourr. * Rim oat 


len you turn up an Hnr. 

1. If you turn up an ace, and hold only one 
mall trump with it, if either adverſary leads the 
cing, put on the ace; for it can do the adverſaries 
no greater nur??? to, woe Li 

2. If you turn up an ace, and hold two or three 
ſmall trumps with it, and either adverſary leads the 
king, put on a ſmall one;—for if you play the ace, 
ou give up the command in trumps. 
3. If you turn up a king, and held only one 
mall trump with it, and your right-hand adverſary 
eads a trump,” play the king.— This caſe is really 
omewhat- doubtful, and veiy good players think 
differently. e e ee SO 


c 


4. If you turn up a king, and bold two or three 
| mall trumps with it, nf your right-hand ady erlary 


* 


/ 


17 


* 6 : 


ay 


— en nt 


ww} WHIST. 


leads a trump, play a ſmall one;—it being the beſt 
. way * — your king. 

| * ou turn up a queen or knave, aud bold 

mall trumps with ir, if your right-hand ad- 

_ ary ) leads a 1 Put on a mall one it be- 

f * the ſecureſt pay 

If you hold a ſoquerice to the honovr turned 

by wh it laſt ;—by this means your partner will 

be the beſt acquainted with your ſtrength in trumps, 


Of playing for the Odd Trick. 


1. Be cautious of trumping out, notwithſtanding 
you have a good hand ;—for ſince you want the odd 
trick only, it would beabſurd to play a great game. 
2. Never trump out, if your partner ap 
likely to trump a ſuit; — for it is evidently beſt to 
let your partner make his trumps. 
3. If you are moderately ſtrong i in trumps, it is 


light to force your partner; for by! chis means you 


probably gain a trick. 
4. Make your tricks early, nt be cantious of 
fineſſing; that you may not be greatly injured, 
though you fait of making the odd trick. -| 

5. If you hold a ſingle card of any ſuit; and only 
two or three ſmall trumps, lead the ſingle card; 


for it will 22 you a . of ee a ſeall 


exons Ja 


. "BY 


MN 'S 


1. BE very cautious how you change foits, and 
let no artifice of the adverſary induce you to it. 
2. Keep a commanding tard, to bring in your 
; ſtrong fait when the trumps are out, if your and 
ill admit of ſuch * | 
3. Newer 


3 


but re 


4 


rather 
unleſs 


wy 


your | 


6. 
hand 


7. 
trick 
you a 
ey 


zur 


WE Is r. „ 


3. Never keep back your partner s ſuit in trumps, 
but return them the firſt opportunity.  - 

4. If you hold a ſtrong ſuit, and but few trumps, 
rather force your adverfaries, than lead trumps, 
unleſs you are ſtrong in the other ſuits ikewiſe. 

g. Be ſure to make the odd trick when it is in 
your power. 

6. Always 2 the ſeores, and play your 
band accordin 

7. In a no Dh game, ou may often riſk one 
trick in order to win two; g t in a forward game, 
you are to be more cautious, unleſs you have a good 
probability of getting up. | 

8. In returning your rtner's lead, play the beſt 
you have, when you hold but three originally. 

9. Remember what cards drop from each hand, 


how many of each ſuit are out, and what i is the 


beſt remaining card in each. 
10. Lead not originally from a ſuit of which) you 
have ace and queen, ace and knave, or king and 
knave; if you hold another moderate ſuit. 
11. If either of your adverſaries will lead from 
the above ſuits, you muſt do it yourſelf with a 
ſmall card. ; 
12. Lou are ſtrong in trumps with five ſinall 
ones, or three ſmall ones and one honour, h 
13. Do not trump a card when you are ſtrong 
in trumps 
ſtrong ſu | 
14. If; you hold only a few ſmall trumps, make 
if you can. 
15. If your partner refuſes to rung. a Cat of 
which he knows you have not the- be * him 
your veſt rump e firſt opportunity. _- © 
16. 


E the more eſpecially if you. hold a 


Fr I ET 4 


16. Tf your 7 partner has trumped a ſuit, and re- 
55 to N trumps, lead him that ſuit again. 
Never force your partner but when you are 
W. in trumps, unleſs you have a renounce 
yourtelf, or want only the odd trick. 
e If the adverſaries trump out, and your part- 

mier has a renounce, give him that ſuit when you 
get the lead, if you think he has a ſmall trump left. 

I9. Lead not from an ace ſuit originally, if you 
hold four in number of another ſuit. 
20. When trumps are either returned by your 
partner, or led by the adverſaries, you may fineſſe 
deeply in them; keeping the command all you can 
in your own hand. 
21. If you lead the king of any ſuit, and make 
it, you muſt not thence conclude that your partner 
holds the ace. 
22. It is ſometimes pro 
card, in order to force the 
| your partner laſt player. 
23. If 3 in trumps, make your tricks Rid: 
| but when ſtrong in them, you may play a more 
| backward game. 
24. Keep a ſwall card of your panbers rt 
dead, if poffible, in order to return it when: the 


trumps axe out. 
your adverſary 


to lead A thirteenth 
e adverſary, and make 


23. Never force with your beſt 
7 dard ofa ſuit, unleſs you have the ſecond beſt alſo. 
26. In you partner's lead, endeayour to keep 

he NOOR bis hand, rather than in "your 


745. If you have a faw, | it is qentratly better to 
beds e it than to trump out; although vou ſhould 

ſtrong in trumps with a good ſuit.” 
28. Keep 


er „ 
de. 28. Keep the trump you turn up, as long, as 
you properly can, 

29. When you hold all the remaining trumps, 

y one of them, to inform your partner; and 
then put the lead into his hand. 5 

30. It is better to lead from ace and nine, than 
from ace and ten. 

: It 3 is better to lead trumps through an ace 

1 Sura throuz h a queen or knave, 

f you are reduced to the laſt trump, ſome 

We cards, and one loſing card ! ead the 

loſing 7715 . 

If only your c partner has trumps remaining, 

* = leads a ſuit of which you hold none; if you 

have a good quart (or ſequence of four) throw 
a the higheſt of it. 

34. If you have an ace, with ons ſmall card of 
any ſuit, and ſeveral, winning cards in other ſuits; 
rather throw away ſome winning card than that 
85 ſmall one. 5 
wad, 35. If you hold only one honour with a a ſmall | 
** 22. and wiſh the trumps out, lead the honour 
rf 36. If trumps have beta Was Wien ind te | 
the WF be two remaining in the advetſhries nds, endea- 

. vour to force them out. 

eſt WW 37. Never play the beſt card of your adverſarſes 

Ho. lead at ſecond hand, unleſs your n bas nomie 

eep Ml of that ſuit. „ 

yur 238. If you hive four. trumps and the comm comm and 

2 of a ſuit whereof your er has none, ak. A 

"to BW ſmall card, in order that he may trump * 

ald 5 39 It 5: JOU: hold five * n hang, 
p! | 


6 hs : 
* p — * * 
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play trumps, and clear your adverſaries hands of 
thank: % toe Th 
40. If you hold the ace and three ſmall trumps 
when the adverſaries lead them, and have no par- 
ticular reaſon for ſtopping the ſuit, let them quietly 
make king and queen, and on the third round 


5 play the ace. 


41. Suppoſing yourſelf leader with three ſmall 
trumps, one ſtrong ſuit, one moderate ſuit, and a 
ſingle card, begin with the ſtrong ſuit, and next 
lead the ſingle card. 5 
44. Be careful how you ſort your cards, leſt a 
ſharp and curious eye ſnould diſcover the number 

of your trumps. 1 5 

e 8 4 Caſe which often occurs. | 

If you have two trumps remaining, when the 
adverſaries have only one, and your partner ap- 
pears to have a ſtrong ſuit, you ſhould play trumps, 
although you have the worſt, in order to pave the 
way for your partner's ſuit, by extracting the 
- trumps from yqur adverſaries 
; | How ts play for an odd Trick. 

. 2 are elder hand, and have the ace, king, 
and th 


6 ree ſmall trumps, with four ſmall cards of 
another ſuit, three ſmall cards of the third ſuit, and 


one ſmall card of the fourth ſuit, queſtion, how 


are you to play? You are to lead the ſingle card, 

 . which, if won by the player, induces him to play 
trumps, or to play to your weak ſuit, in whi 

"you and your partner gain the ten-ace. . .. 


* 


| Te 
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Suppoſe he plays the ace of the ſuit of which 
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The like Cafe for an odd Trick when your Partner is 
%%% -F-. . B B e 


you have only one, and proceeds to play the king 
of the ſame ſuit, and your right-hand adverſary 
trumps it with the queen, knave, or ten, you 
ſhould not over: trump him, but throw away the 
ſmalleſt card of your weakeſt ſuit, as this will leave 
your partner the laſt player, and give him the ten- 
ace in your weak ſuit. - hn 


The like Caſe, Juppoſng you want four or five Point, 


230 an elder Hand, | 
Play a ſmall trump, and if your partner has a 


better trump than the laſt player, and returns the 


lead, put in your king of trumps, and thep play | 


the ſyit of which you poſſeſs four cards. 


„„ ¶ » 
A and B are partners againſt C and D; twelve 


trumps are played out, and ſeven cards only re- 


main in each hand, of which A has the laſt trump, 
and likewiſe the ace, king, and four ſmall cards of 


_ a ſuit; queſtion, whether 4 ſhould play the ace 


and king of that ſuit, or a ſmall one? Anſ. 4 


ſhould play a ſmall card of that ſuit, as it is an 
equal bet his partner has a better card in that ſuit 
than the laſt player, and, in this caſe, if four cards 
of the ſuit happen to be in either of the adver- WM 
ſaries hands, by this manner of playing he will be 

enabled to make five tricks in that ſuit. Should 
neither of the adverſaries have more than three 


D2 "32% 0 
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cards in that ſuit, it is an equal bet that he wins 
%%% TR CES og, 

If A and B are partners againſt C and D; and 
eight trumps have been played out, and A has four 
trumps remaining, C having the beſt trump, and 
is to lęad, ſhould C play his trump or not? No; 
becauſe as he would have three trumps in A's hand, 
if 4's partner has any capital ſuit to make, by C's 
keeping the trump in his hand, he can prevent his 


making that ſuit. 8. 
i Cafe of Curigſity. 

 Suppofing three hands of cards, containing three | 

cards in each hand, let 4 name the trumps, and 1 
let B chooſe which hand he pleaſes, A having the 
choice of either the other two hands, will win two 
tricks. Clubs are trumps: firſt hand, ace, king, 
and ſix of hearts; ſecond hand, queen and ten of 
hearts, with ten of trumps; third hand, nine of 
hearts, with two and three of trumps; the firſt 


hand wins of the ſecond, the ſecond: wins of the 
third, and the third wins of the firſt. ' '  * 


= — — 
— = # abs ww 
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Rules to play any | Hand of Cards, according to the 
neareſ Calculations of your Partner's holding cer- 
. tain winning Cards. | | 1 


* — — ad om <0" aro - 
ear . 


A. That he has not one certain winning 8 
card — — — 2to 1 
2. Not two certain winning cards = 17 to 2 
hut it is about 5 to 4 that he has 
47 , : h 0t; = 4 0: Bs 
3. That he has one card out of any .* © 
three certain winning cards, about 5 to 2 
a e e > That 


The odds in favour of the deal at e 


g to 1 about 


WHIST. | 20 


4. That he has not three certain win- 
ning cards, about 3 1 to 1, or 


| 68 1 to 22 
5. That he bas not two of them, about 


7 to 2, or — — 47 to 156 
6, That he has not one of them, about | 26 
7 to 6. r — — 378 to 325 


7. That he holds one or two of them, 


is in his favour about 13 to 6, or 481 to, 222 


8. And about 5 to 2 that he holds one, two, or 


all three of them. 


The Oads of He Gawe calculated with the Deal. 


21 to 20 


We = 
r. love — — — 11 o io 
2 loye . = — +4 

love e 1 — + 
| oy — 1 7 to + 
5 love, am eyen bet of the lurch — 24011 
6 love — — — 5 to 2 
Ss 8 — — 7 to 2 
Tlew-. — 5 to 1 
9 love, m quite e519 , but about — 2 
2 to 1 — — — 90 8 
8 Ip 28 — 4 
40 1 | _ _ — 6 
5 800 1 _—_ 2 1 
Qtor — — — 9 4 

to 1 =_ — — 3to 2 

to! — — — 96 2 

* * 4 ; 
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e 23 to x 
When the firſt — is won, 05 and 77 bre : 
of the ſecond, near 8 to 2 
Ditto, and 6 love of the — about 6 to 
Ditto, and 4 love of the ſecond, about 5 to t 
Ditto, and 3 love of the ſecond, about 9 to 2 
Ditto, and 2 love of the ſecond, about -.'4-to x 
Ditto, and 1 love of the ſecond, about 7 to 2 


Ditto, and 4 love of the ſecond 


WHIST, 5 i 


9M 8, or rather 8 to , the odds being 
in favour of 8 about 3 and a half per 
cent, according to the nden ne 
. = 


Odds 1 for hike n Buy Tay 
willi the Deal. 


If the firſt game of a rubber is won, with _ - + 
q love of the ſecond, on the ſame fide, _ 


- the odds of the rubber are nearly - 13 T4 "I 


poſe the firſt game, and 8 love of the 
— is got, * odds are ier more 


+ * Fo 


. Odds againſt the Dealer throughout the, Rubber. 
With the firſt game, and 45 love of the 


ſecond, about i Og © = to 2 


Ditto, and $ love of the ſecond, cher 
more than — — 
Firſt game, 7 love of the ſecond — 
Ditto, and 6 love of the ſecond — 
Ditto, and g love of the ſeconßd 


Ditto, and 2 love of the ſecond © — c 
Dig, . near 6 


8888888 
On =» LS 


f 
f 
N 
; 
q 


. 


1 
1 not 
; Eo OT ue trun 
THE GAME OF QUADRILLE. er. 
9 The 
THE title of this game implies that it is * 
Tit 74 four perſons. The moles that of cards re- : 
quired are ih as the four tens, nines, and eights, 7 
being of no value, muſt be diſcarded from the 7 
| Pack. They are dealt three by three, and one. By 
round four, commencing with the right-hand po | 
player, who is eldeſt hand. | rag 
; he trump is made by. him or her who plays, at 
with or without calling, by naming ſpades, clubs Wl 
| diamonds, or hearts, and the ſuit fo named become 
trumps. If the perſon who names the trump 
mould miftake, and fay ſpades inſtead of clubs, or 
it he names two ſuits, the firſt named are trumps. 
Tie Cards arranged according to their Ve alue. 
| Hear ts and Diamonds. Shade and Clubs 
king king 1 
queen - queen : 
 knavg | po Fr 
ace ſeven that 
deuce fix the r 
e four whic 
\ | fix ... ; three in re 
ſeven - deuce trum 
. — not 
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The reaſon that 45 aces of f des and clubs are 
not mentioned, is, becauſe they . are inv 
trumps; let whatever ſuit be played. The ace 


ſpades being always the 8 and che . clubs Mo 


the third trump. 7h 4 „ wr bY, 
| The Cards arranged "li to thei 7 ake when 
1 #4: $0196 Trumps. | regef 
* Hearts au Diawindr,”" *  Speder and Gd, 


padille; the ace of fpades. Spadille, — 


ights Manille, the ſeven - of Manille, the two of 
A hearts or diamond. ſpades or clubs-. 
hand Baſto, the ace of clubs. Baſto, the ace of clubs. 
15 Ponto, the ace of hearts Zen ne k e 
lays, or r diamonds. ' e = 
-lubs,l | Eye | 2 tr 8 2 
Roms knave 
85 or deuce 
mps three 
OW. four 
= 0 five | 
_ "fix 5 
ibs, CFF 
AK. Total- 12 Dotal 
ee 52 
From the hs tables it v will be Pr 


that ſpadille and baſto are always trumps, ant tnt 
the red ſuits have one trump more than the black. 

There is a tramp between ſpadille and baſto, 
which is called manille, and is in black the deuce, 
in red the ſeven; they are the ſecond cards when 
trumps, and tbe laſt in their 2 ſuits when 


not 1 ee the deuce of ſpades eee 
| feeon 


93745 N ear} Ul . 


a* 
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| ſecond trump, when they are trumps, and the 
loweſt card when clubs, hearts, or diamonds, are 
trumps, and ſo of the reſt. 
Ponte, is the ace of hearts or diamonds, which 
are above the king, and the fourth trump, when 
either of thoſe ſuits are trumps; but are below the 
knave, and called ace of diamonds or hearts, when 
they are not trumps. The two of hearts or dia- 
monds is always ſuperior to the three, the three to 
the four, the four to the five, and the five to the 
ſix; the ſix is only ſuperior to the ſeven when it 
is not trumps, for when the ſeven is nn. i is 
the ſecond trump. 

The three matadores, as s they are called, are ſpa- 
dille, manille, and baſto, whoſe privilege i is, when 
the player has no other trumps but them, and 

trumps are led, he is not obliged to play them, but 
may play what card he thinks proper, provided, 
however, that the trump led is of an inferior value; 
but if ſpadille ſhould be led, he that has manille 
ar baſto only, is compelled to play it, which is the 
caſe with baſto in reſpe& to manille, the ſuperior 
- matadore 3 forcing the inferior. Although, 
properly ſpeaking, there are but three matadores, 

yet all thoſe trumps which ſucceed the three firſt 
without interruption are alſo called matadores; but 
the three firſt only enjoy the privilege above ſtated 
The number of the matadores . — in the 
| ſecond table- above,. by the order and rank. of the 
2 cands when they are nn 27 


| a Faplanatery Table of the Te erms 2 in noir. 
— 4h leave, is playing by calling a king. 
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Beaft, is a penalty of 2 ying as many counters 


as are down, incurred either by renouncing, or 
ſome other fault; likewiſe by not winning when 
the player ſtands his game. 

Cheville, is being between the. eldeſt hand and 
the dealer. 
Codille, is when thoſe who. defend the pool 
make more tricks than thoſe who defend the game, 
which is called winning the codille. 

Conſolation, is a claim in the gare, always 
by thoſe who loſe, whether by codille or remiſe. 


Devole, is when he who ſtands the game wan 


no trick. 
Double, is to play for double foley 'with 
to the game, e and Jets n war 


and di 


Force, the ombre is ad to be forced, 1 5 a 


ſtrong trump is played for the ady 
— He is likewiſe ſaid to be fore 


to over- 


him to play /ans prendre, or paſs, by offering to 


0 ſans prendre. | 
— is = player who has the king called.” 
the in paſſe, is, when 
in wie * —— of a ſuit is played, of whick | 
the player | has the king. | 
Mille, is a mark of ivory, which is ſometimes 


uſed, and ſtands for ten fin. 
Omre, is the name given to him-who ſtands the Z 


-game, by calling or playing ſans appeller. 
Party, is — of the game, according 
to the number of tours agreed to be played. 
Paſs, is the term uſed dr Niers de not 
chooſe to mA | 
- e 1 Bad 


when he 
aſks leave, and one of the other players obliges | 


E 


? TY BAT CW, 
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«Pool, conſiſts of the STE Nh art Bib 
the deals, or the counters put own by the players, 
or the beaſts which go to the Jo defend the 
Dal, is to be. againſt him :: o ſtands the game. 
Pool likewiſe * — number of counters, 
ſupernumerary to tours are 
finiſhed, and the play is continbed afterwards. 
Priſe, is the number of fiſh. or counters given 
to each player at the commencement of the party. 
EKexle, is the order to be obſerved at the game. 

0 Reg; is when they who, ſtand the game do 
not make more tricks than they who defend the 
pook;: and they then loſe by remiſe. 

- Rexounce, is not to follow the firſt lead, — at 
the ſame time the layer has a card of. that, fuit; 
likewiſe when not having any of the ſuit led, he 
Wins with a card that is the only. one he: has. in the 
be he plays in. 
| with party PER 1 
- e is the king given eee 
in which: caſes. the: perſon to whom the wn is 
givenup muſt win the 
210 Forced Jpadille,. in . ohe who. has Halle Is $4, 


9 all the other players having paſſed. if 


=o 


Saur appeller;..is playing without, calling a king. kn: 
© Sans prendre, is erroneouſly uſed for Jaws — 2 7 

. neaning the ce "Ty men ?: * 
e 11 


ac prendre, is when, having alked leave 
ers offers to play ans, ma, in ſu 
— aſked leave * obliged to play be 
er paſe.. * 2575 ! * 

waiting with wo trumps. that muſt 
ane, 


5 e I 
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make, when he who has two others is dbliged to 
lead. 


Tours, are 
by ſtanding the game, put down to mark the num- 
<A of coups played, 'by which the EY of he. 
party is determined. | 


are the counters, which they who win 


 Maxims * Learners. 


| When you are the ombre, and your friend 1 
n „and then lead 
the next beſt the opportunity. If you poſſeſs 
all the trumps, 
hold other certain winning cards. 

If all the mats are not revealed by the time you 
ou won fix tricks, do not riſk playing for the 
voie 
When you are the friend called, and hold only a 
mat, lead it, but if it is guarded by eee ana; ie 
lead that. But when 1 ombre is "aft player, lead 
the beſt trump you poſſeſs. 

Ponto in or king of trumps in black, are 
good cards to lead when you are beſt, and ſhould 
either of them ſucceed, then play a {mall trump.” - 

When the ombre leads to diſcover the 
if you bold king, queen, and W put OE 


knave. 
Tm he ts colin | ether friend or not. 
land, never lead 2 


wh ET 1 ST LET 
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continue leading them, except you 2 
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Of the Manner of playing the Game and dealing the 
Cards, 4 the Stakes, 'of the Manner of ſpeaking, 
and of the Beat. YN 
Every one is to play as he thinks proper, and 
molt advantageouſly: to 8 
He is not to encourage his friend to play; but 


is own game. 


* 


each perſon ſhould know what to do when he is to 


The fakes conſiſt of ſeven equal billets. or con- 


tracts, as they are ſometimes called, compriſing - 


the ten counters and fiſhes, which are diſtributed 
to each player. A mille is equal to ten fiſh, and 
every fiſh to ten counters: the value of the fiſh is 


according to the players” agreement, as alſo the 


number of tours; which are uſually fixed at ten, 
and marked by turning the corners of a card. _ 
Should the cards be wrong dealt, or. ſhould there 
de two of the ſame fuit, as for example, two deuces 
of ſpades, there muſt be a freſh deal, provided the 
miſtake .is diſcovered before the j cards .are all 
A thew deal muſt Hkewiſe take place if a card 
is turned in dealing, as it mightÞe prejudicial to 
him who miglit have it: and iſthere ſhould. be 
ſeveral cards turned, the fame muſt take place. 
No penalty is inflicted for dealing wrong, but the 


* o 


_ deater muſt deal again. I: 
Each player having got his ten cards, he that is 
on the right hand of the dealer, after examiuing 
his game, and finding his hand f ropet to play, 
muſt aſk if they play; or, if he has net a good 
hand, he paſſes, and ſo the ſecond, third, and 
fourth. All four may paſs: but he Von 
MV 4 ms Gy 


$ 


WY WW 
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 ſolation, and the mat 
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dille, after having ſhown or named it, is com- 


pelled to play, by calling a king. 


If the deal is played in this manner, or one of 


the meyers has aſked leave, and no one choofing 
to play without calling, the eldeſt hand muſt begin, 

reviouſly naming his ſuit, and the king he calls: 
he who wins the trick muſt play another card, and 


the reſt of courſe till the game is finiſhed. © The 


tricks are then reckoned, and if the o-mbre, mean- 


ing him who ſtands the game, has, together with 
led fix tricks, they have 


him who has king call 
won, and are accordingly paid the game, the cou- 
res, if they have them, 
and divide what is upon the game, and the beaſts, 


if any there be. 


Should they make only five tricks, it is a remiſe, 


and they are beaſted, what goes upon the game, 


paying to the other players the conſolation and the 


matadores. When the tricks are equally divided 


between them, they are alſo beaſted; and if the 
make only four tricks between them, it is a remiſs 


Should they make leſs, they lofe codille, and in 


that caſe pay their adverſaries what they ſhould 


have received if they had won, namely, the game, 
conſolation, and matadores, if they have them, 


and are beaſted what is upon the game; and if 


Þ win codille, divide the ſtakes, The beaſt, 
and 


every thing that is paid, ariſe equally from the 


two lofers; one half by him who calls, and the 
other moiety by him who is called; equally the 
- fame in caſe of codille as à remi/e, unleſs the ombre 

does not make three tricks, in which caſe, he who 

is called is not only exempt from paying half the 

| beaſt, but alſo the. game, conſolation, and mata - 

TT 84 - 7. 
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dores, if there are any, which, in that caſe, the 
ombre pays alone, and likewiſe in caſe of a codille 


as a remi/e. This rule is enforced to prevent un- 


reaſonable games being played. . 
A fingle caſe may occur, in which if the ombre 
makes only one trick, he is not beaſted alone, 
which is, when not having a good hand, he paſſes, 
and all the other players have paſſed likewiſe, and 
he having ſpadille is compelled. to phy: In this 
. , Caſe it would be unjuſt to oblige him to make 
three or four tricks; wherefore, he who is called pays 
a moiety of the loſing; and, for the ſame reaſon, 
he who has ſpadille, with a bad hand, ſhould paſs, 
in order that if he is afterwards obliged. to play. by 
calling a king (which is called forced ſpadille), he 
may not be beaſted ſingly. _ 5 


The player who has once paſſed, cannot be al- 


lowed to play; and he who has aſked leave cannot 

refuſe to play, unleſs another ſhould propoſe play- 

ing without calling. 5 
Wben a perſon has four kings, he may call a 


queen to one of his kings, but not that which js. 
trumps. He who has one or more kings, may 


call one of thoſe kings; but in this caſe, he muſt 


make fix tricks alone, and therefore wins or loſes 


fingly. The king of the ſuit in which he plays 
cannot be called. | 


Neo one ſhould play out of his turn, although . 


he is not beaſted for the treſpaſs. 


When he who is not eldeſt of hand has the 
king called, and plays ſpadille, manille, or baſto, 

0 led, in order to ſhow that he 
is the friend, having other kings that he is appre- 


or even the king cal 


henſive the ombre may trump, he is not to be 
þ * 
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allowed 10 go for the vole; and he is beaſted, if 
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it ſhould appear it is done with that deſign. _ 
No hand is allowed to be ſhown, though celle 
may already be won, in order that it may be ſeen 
whether the ombre is beaſted Angly- AL DE 
Should the ombre or his friend ſhow his cards, 
before he has made fix tricks, judging that he 
ent have made them, and there ſhould appear a 
bility of preventing his making them, the 
other players may compel him to play his cards in 
whar order e ST 
It is only neceſſary for a player to name his ſuit, 
when he plays, without calling a king. . 
Whoever plays without calling, muſt ' himſelf 
make fix tricks to win; all the other players being 
united againſt him, and therefore exert their com- 
dined efforts to diſtreſs him. „ 
Whoever plays without calling, is permitted to 
play in preference to any other who: would play 


with calling; nevertheleſs, if he who has alked 
leave, will play without calling, he has the pre- 


ference of him who would force him. Theſe are 
the two methods of play without calling, which 
are called forced. VVV 
He who plays without calling, not dividing the 
winnings with any other player, 7 
when he loſes pays all himſelf. Should he loſe by 
remiſe, he is beaſted, and pays each other player 
the conſolation, the ſans. appeller (commonly though 
erroneouſly called the /ans prendre), and the mata- 
doret, ſhould there be any. Should he loſe codille, 
he is alſo beaſted, and pays each player what he would 
have received from them if he had been the win- 
ner. © Thoſe who win codilie divide the gains: 
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and if there be any remaining counters, they be- «the: 
long to the player of the three who may have ſpa- time 


dille, or the higheſt trump in the ſucceeding deal. E 
The ſame rule operates with reſpect to him who turn 
Calls one of his own kings; he wins or loſes alone, ers, 


as in the other caſe, except the /ans appeller, which he t 
he pays if a loſer, or receives as a winner, al- E 


though he plays ſing lig. ch but 
Should he play aut appeller, though he may 8 
have a ſure game, he is compelled to name his ſuit, deal 


which neglecting, ſhowing his cards, and ſaying 1 gan 
tio ſans appeller, in this caſe either of the reſt of gan 

he players can oblige him to play in which ſuit he beg 
chooſes, though be ſhould not have a trump in ſtil 


„ ht fut. nn unl 
.._ _, When a perſon has aſked leave, he is not al- dea 
lowed to play /ans appeller, without he is forced: the 
in this caſe, as beſors, i entioned, he has the pre- = 
ference of the other players, by whom he is forced. all 
No player is compelled to trump, when he. is ant 
not poſſeſſed of any of the ſuit led, nor obliged to . 
play a higher card in that ſuit if he has it, it bein >: 
 optional.to him, although he is the laſt player, an 1 
the trick belongs to the ombre ; but he is compell 
to play in the ſuit led if he can, otherwiſe he re- 2 
EMS: ͤ v F * 
Should he ſeparate a card from his game and 1 
ſhow it, he is compelled to play it; if, by not by 
doing it, the game ſhould be prejudiced, or give th 
any intelligence to his friend, but particularly if it pr 


ſhould be a matadore. He who plays ſant appeller, 
or by calling himſelf, is not ſubject to this rule. 
Gee Aike may urn the ics rae by th. 
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be- others, | and reckon what has been played, each 
Pa- time only it is his turn to play. 
eal. Should he, inſtead of turning a player's tricks, 
pho turn and ſee his game, or ſhow it to the other play- 
ne, ers, he is beaſted, together with him whoſe cards 
ich he turned, each paying a moiety of the loſs. 
al- le who renounces is beaſted as often as detected: 
err but no renounce takes place till the trick is turned. 

Should the renounce be diſcovered before the 
deal is finiſhed, and has proved detrimental to the 
game, the cards muſt be taken up again, and the 
— replayed from that trick where the renounce 

ut ſhould all the cards be played, the beaſt 

5 is made, and the cards muſt not be replayed, . 
_ there ſhould be ſeveral renounces in the fame - 
deal. In this caſe they are to be played again, unleſs 
the cards ſhould have been previouſly mixed together. 

When ſeveral beaſts occur in the ſame d 2 
call go together, unleſs a different agreement is 1 

an in caſes of, beaſts, the greateſt is firſt reckoned. 


RI. fe „57 


; Hrs game is played with the whole — 0 of 

by four. There are alſo different modes of playing, 
5 that is, with five, ſix, or _ cards. But the gataes 
: _ principally. played are thoſe with five and fix cards. 
4 | 


. Explanatory Table of the Te erms uſed in playing. 
> MM  Cri4,arcthecards thrown away by each party, and 
| whatever points they make-are ſcored by the caler. 


* Pairs, 
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cards, generally by two perſons, and ſometimes 
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Pairs, are two like cards, as two aces, or two 
king &c. and reckon for two Points, whether! in 


hand, or playing. | 
"Pals royal, are three like cards, and reckan for 


fix points, whether i in hand or playing. 


Double pairs royal, are four like cards, and reckon 
— 17 ints, whether in hand of playing. 
points gained by Pairs, Palxs Rover, 


and. e Pairs RovAT, in playing, are thus 


effected: Your adverſary having played a ſeven, and 
you another, conflitutes a PAIR, and entitles you to 


ſcore two points ; your antagoniſt then playing a third 
ſeven, makes a PAIR ROYAL, and he marks Ar; 
and your playing a fourth, is a DOUBLE PAIR ROY- 
Ax, and nels you to twelve points, 


Fifteens. Each fifteen reckons for two points, 


Whether in hand or plaving. In hand they are 
formed either by two cards, ſach as a five and any 
tenth card, a fix and a nine, a ſeven and an eight, 
vr by three cards, as a ta a five, and an eight, 
io ME | 
And in burt thus: If ſuch cards are played 


as make together fifteen, the two points are to be 


* 


| ſcored towards the game. 
' Sequences, are three or four, or more ſucceſſive | 


Ke and reckan for an eqaul number of ats, 
either 1 in band or playin "Fi an 


VN. B. i playing it is of 10 e which card. 
4 i Played 175 As tlus: Your adverſa 

Ace, you A 4% e three, you a two, then be 6 
he counts fr fe. the RENE. „ 
Fla, is when the cards are all of one f. Ait, and 


rech dus 30: 15 . dit 


N Fan 
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be the ſame ſuit as thoſe in land. 

r i Lal, . gained 57 the laſt player, and reckons 
"6+ for one point — 4 under thirty - one, and for two 
N points. when thirty- one. To obtain either of theſe 
okon points is conſidered a great advantage. ; | 


and Brookes's, and every other Sub/cription Cub. 


bind IN dealing, the dealer mw diſcover every. card 
fx ; he has, if he pleaſes. But if he ſhows his. adver- 


thinks proper. 


*%y 


before he takes u up his. cards. e 
The dealer obſerving bis adverſary to have me 


call a new deal if he thinks proper. 


and call a freſh deal if he thinks proper; if he does 


to his game, and call a new deal. 


cards, en the t time they RAGE until they are 
| #4. GW 


N. B. For a fluſt in crib, the card turned ' up muſt 


45 Laws of ** Das 5 CaurpBAGE as ; played at 


fary's cards, the adverſary is entitled to mark two 
points to his game, and demand a freſh deal if he 


The dealer giving his adverſary more cards than 
is neceſſary, the adverſary is eutitled to ſcore N 
points to his game, provided he detects the miſtake. 


cards. (after be has taken them up) than he is en- 5 4 
titled to, may mark four points gt his game, ang _—_ 


The dealer giving himſelf more cards than are kis: : 
due, the adverſary may ſcore two points to his game, 


not, he is entitled to draw the extra cards-from-the 
dealer's hands. The non-dealer obſerving his ad- 
verſary to have more cards than are his gue, after | 
they are taken off the table, may ſcore four Pointe 


Neither party may ſhuffle or weddle with the - | 


— Þ, ' . 
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cut for the turn-up card, under penalty of the a. 

"ow ſcoring two points to his gam. 
er party ſcoring more points than he is en. 

vtled to, either in playing his cards, or marking 


his hand or crib, the adverſary may firſt put back 
the points ſo marked, and ſcore the ſame number 


to his game. 


Either party touching their pegs, unleſs when 
'neceſſary to mark his points, the adverſary ny 


ſcore two poiuts to his game. 


Either party taking out their front Peg muſt pla e 
it behind the other. 
Any by-ſtander interfering, or ſpeaking in the 


1 game, ſhall pay the ſtakes loſt. 


Either party ſcoring a leſs number of points tha 
are his due incurs no penalty. 


N. B. Ve mention this, as wavy good play ers con- 
3 ceive the adrerſary may avail hinfelf » 
25 LJ by ſeering to his game the deficient points. 


Zelle 


Either player has a right to . his own cards, 


And ſhould he place them on the pack, and omit 
. ſcoring for them, whether hand or erib, he mu 
"mat FIR for them e 1 


Frve-Canv CxIBBI GE. 


ä Six Tr. Ox E points conſtitute the game, and 


1 


5 the beſt mode of marking them is with a board 
pierced with as ny: holes, and "Ow page's for) each 


party. 
On beginning the game the parties Wück eit for 


the deal; the perſon cutting the loweſt cribb 


28 is er a and the non dealer muſt ſcors' three 


— : 8 
> > a# 
* N * a 


,oints, which is called lrce for the laß, and may 
be marked at any period of the game. The deal 1s 


party has five. 


for the-crib. In deing this always be careful to 
recollect whoſe crib it is, as the cards which may 
advantage your own are almoſt invariably prejudi- 
cial to your game whey given to your adverſary. 


cards of the pack, and the dealer turns up the up- 
permoſt. This card, whatever it may be, is rec - 
koned by each party in hand or crib.  —_ 


p 1 


When the turned-up card is a knave, the dealer 
ſcores two points to his game. Ss 


but for one point. 
each ſcoring what 


mit i made by either party. The remaining cards are 


wt not to be played. The non- dealer then counts his 
. hand, ard ſcores the points it yields. The dealer 
then marks for his hand, and afterwards for his 


crib. 


| 7 * 
rd Suppoſe a hand conſiſting of the two of clubs, 
ch MW the three of hearts, the fix of diamonds, and the 
- WM cightof 2 turned up, how many een would it 

Nor | 


1 


4 


or Wl yield ?—Not any; as they neither 


world reckon for five point. 


_ a - + os; * — þ 4 
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made by dealing one card alternately until each 


Each perſon then proceeds to lay out two cards 


This done, the non - dealer is to cut the remaining 


N. B. Knave in hand of the ſuit turned up rechons : ; 
The non · dealer plays firſt, the adverſary next, 8: 
© cards may make, either 7 
rds, ¶ Pairs, pairs royal, &c. until thirty- one, or near it; 


Examples iUufirating the Mode of reckoning the 3h 


0 ä 
e flee, a ſequence, or a fluſh. Pur if, inſtead-of | 
+ ff we iht of ſpades,” the four was turned up, they 


Thus, 


— A * _— y - . 
8 r e * , 643 5 
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. the 2, 3, and 4, a ſequence, ring points 
5 3 + and 6— fifteen, 2 do. 


— 


Total 'S; 


Agiia foppoſe a hand conſiſting of the four 
five, and ſix of hearts, and the, five of diamonds 
turned up, how many points would it make? 


4, 5, and 6 of hearts, a 9 | bs 5 Points 
4 and 6 of hearts, and 5 of N 
a ſequence - -— — 3 do. 
4, 5, and 6 of hearts, a fluſh, | 3 do, 
4» 5, and 6 of do.—fifteen, — . 2 do. 
4 and 6 of hearts, and 5 of diamonds 
fifteen, — 3 do. 
5 of heart and 5 of f diamonds, 2 a pair 2 do, 
Total 27 


9 ſuppoſe a crib conſiſting of the i thr of 
1 clubs, the three of ſpades, the three of diamonds, 
the nine of clubs, and the three of hearts turned 
| 15 how many points would it yield? _ 
The double pair royal of threes, | 
3 of clubs, 3 of diamonds, and 9. DEL; 
 hearts—fifteen, | — 2 9 
3 of ſpades, 3 of enn and 9 of 3 


12 points 


hearts —fifteen 2 ͤ do. 
3 of hearts, 3 of diamonds, ar „ 
hearts —fifteen, = 2 do. : 
3 of ſpades, 3 of clubs, ana q of hearts 
Þ — fifteen, — 


; "21 40. 
| 3 of ip des, z of hearty and gef hearts 1 FT 


=L 0: | 
| — — 
D ſteen, | 
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cribbage, are twenty-nine, excluſive of playing. 
They are derived from theſe cards; the knave of 
the five of hearts, five of ſpades, five of 


clubs, and five of diamonds turned up. 


The double pair royal of fives 12 points 
Knave and 5 of diamonds—fifteen, 2 do. 
Do. and 5; of clubs o. 2 do. 
Do. and 5 of ſpades——-do. 2 do. 
Do. and 5 of hearts ——-do. - 2 do. 
5 of ſpades, 5 of dizmonds, and 5 of 
clubs—filteen, 8 do. 5 
5 of ſpades, 5 of diamonds, and 5; 8. | 
hearts—fifteen, 2 do. 
5 of ſpades, 5 of an and 5 of hearts | 
| —fifteen, - 2 do. 
of 5 of diamonds, 5 of clubs, and 3 of TT 
is, hearts—fifteen, 2 do. 
2d Knave of the fame ſuit as the turned rar, 1 do. 
Total — 


ts 


F 
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ints The greateſt number of points that can be ob- 
b. tzined in hand or crib, either at five-or ſix card 


Ga Maxims 15. laying out the Crib C Gard 8 
Whenever you poſſeſs a pair royal, kent "x 
lay out the ak two cards, for either your own or ;” 
opponent's crib ; except you hold two fives with 


the pair royal: then it would be extremely injudi, 


cipus to lay them out for your adverſary's. crib, 


unleſs the cards you retain, inſure your game, or 
your adverſary being ſo near home, that the <rib 


» of. no importance. 


3 


93 


3 er you can fluſh your cards. in hand, 
15 aon de generally done, as it ay allt your own 
= þ yy val > oa Es _ BO 5 2 


ir | 


Alas 5 8 95 


court 
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Always endeavour to retain a ſequence 1 in your 
hand, and rticularly if it is a fluſh. 

Always By out cloſe cards, ſuch as a three and 
four, a five and fix, for your! oO a, unleſs it 
breaks your hand. 

N. B. As there is one card more to count, is the 
crib, at fre- card cribbage, than there is in hand, 

| always pay great attenticn to the crib, as the probabi- 

. Iity of reckoning more Jus for the cris than hand is 
fe ue to four, 

4 lay out two cards of the ſame ſuit for 

your crib, in preference to two cards of different 

ſuits, as it will give you the chance of a Huſh 1 in 

. 

Avoid laying out e of the lame foi fo 4 your 
adverſary's crib. * 

Always endeivour to balk your adverſary's crib; 
and the-beſt cards for this purpoſe are, a king and 
an ace, a fix, a ſeven, an eight, a nine, of a ten; 
or a queen with an ace, a ſix, a ſeven, an eight, 


ö or a nine; or any cards not likely to form a 1 


uence. 
I N. B. A king is generally conſidered the 
bal, as, from its being the tigheft card in t Fr pack, 
no higher card can come in to form a ſequence, | 

Avoid as much as poſſible laying: out a ktave 
For your opponent's crib, as it is only three to one, 

but the card turned up is of the lame "baits. by 
which he will obtain a point. 

Avoid laying out for your ndeerfary' s erlb- (al 
 thoughyou hold a pair royal) a two and three, 
five and fix, a ſeven and eigbt, or à five N 
tenth card. Whenever you hold ſuch cards. ob- 


5 


„ 


: "pA « = 8 . 
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your 

2 is 55850 ode whether your adverſary is fea oy 
and WW om, or within a moderate ſhaw, and it is your d 

8 it In ſuch cafes you muſt retaiu ſuch cards 5 will, in 


playing, prevent your adverſary from making pairs 
or ſequences, &c. and enable you to win the end: 
kote, which will often prevent your e from 
winning the game. „ | 


On the different Si ages of the Game, pointing ont 
.muken you have your Gomplement of Points, and cc hen 
10 3 Dir edtions for playing the Cai ds ac- 

2  cordinghy.. | 
The nuinber of points to be 3 from the 

cards in hand may be reckoued at rather more than 

four, but not five; and by playing, the dealer may 
expect two points, and his adverſary one; hence 
the dealer's chance may be computed at rather 
more than ſix points, and his adverſary's at nearly 
fix; thus hand and play akernately, with and 
without the deal, may, throughout the ame, be 
averaged at ſix points. From the erib five points 
may be expected, conſequently the dealer is entitled 
to mark to ſixteen points, for- his hand, crib, and 
| next hand. Thus, when he makes his ſecond deal, 
if his front peg is in the ſixteenih bole of the board, 
he has his full complement of points; the ſame at 
his third deal if f he! has paſſed Ko thirteerith hole ; 
and at his fourth deal, he 9 retain the ſame. ad- 
vegas he is within fifteen holes. of game. | 
2 the ſtages of your adverlary's s game you muſt 
2 be ay attentive, and if he has more 
Dien me of points, 22 muſt pla your 
game.accortin ly: thus, fuppoſe, at your deal 

are © five or fix holes ſhort of what you had A 2 

> . | RE <6 
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to expect, and have good cards, you muſt endea- 
your to make as many points as poſſibſe, by pair- 
ing, &c. as by theſe points, and having a good 
hand, you may. probably acquire the ſuperivrity. 
On the other hand, when your game is back, and 
you have indifferent cards, you muſt endeavour to 
prevent your adverſary from making points by 
: playing off, and balking his crib, though you 
eak your hand. ts 

Calculations for laying Betts with Advantage. 
Always in betting be careful to aſcertain who has | 

the deal, and attend particularly to the ſituation of 
Fach party with even five holes up the 

board, is 60 4 in favour of the dealer. 
I Ten holes each, is 12 to ir do. 
Fifteen do. 7 to 4 do. 

* T'weaty do. 6 to 4 40. 
- , Twenty-five do. is 11 to to do. 
„„ £ Sou 9 8 1 

Thirty-five do. 7 to 6 do. 

Forty do. 5 ro to 15 do. 


8. *. C. · &. c · f · 88 · t · 


Forty- ive do. 12 to 8 do. 
ale Ot 7t 5 Kennt . 
"a. _-, e ne pin 
Fifty nine do. is ZEvenbetting. _ 


ers 
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. adverſary nine, or ſhould the dealer 
and his adverſary 
the dealer wanting three 


ORIBBAOE,. 2 


Within twenty holes of the eme, if che non- 
dealer leads his adverſary thtee Points, the game is 


eren. But nearer the end, a point or two makes 


an eſſential difference: — As thus, the dealer want- 


ing twenty points of the game, and his opponent 


ſeventeen, it is five to four againſt the dealer. 
The dealer wanting fourteen . ints; and his 
want eleven, 
feven, the game is equal. But 
ints, and his opponent 


four, it is five to four in favour of the dealer, 


from his "ns of playing out, for which he 
ſhould always be careful to retain ſmall cards, 
Lg by ſo doing he breaks his hand. 


thin fifteen points of the game, the dealer 
leading his adverſary five points, it is three to one 
in favour of the dealer: when within a leſſer nu 
ber of points, ſtill leading his adverſary five, it is 
from eight to ten to one in favour of the dealer, 
and exactly ten to one in his favour, if he wants 
but fix points, and his antagoniſt. eleven. 

The. dealer leading his opponent ten points, at 

any period of the game, it is four or five to one 
in his favour, an if near the end, it is ten or 
twelve to one, and a goad twelve to one if he 


| wants but fix points, and the non- dealer ſixteen. 


The non-dealer leading his adverſary five points, 
at any of the game, before he attains * 
. holes, it is fix to five againſt the dealer. 
If the dealer is thirty-one holes, and his oppo- 
nent thirty-ſix, it is fix to four againſt the dealer. 
1 the dealer is thirty-ſix holes, and his adver- 
3 it is n to four ſhe. owt the 
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The e wanting fixteen points of the game, 
and the non-dealer eleven nts, it 1s ie Da | 


"> 
4 


to Te in favour of the dealer. 


1 as CafBBAex. i 
THIS game is ſo exactly ſimilar to e 


cribbage, that any perſon playing that well, muſt 


play this equally ſo. It conſiſts of pairs, ſequen- 
ces, fluſhes, &c. and the points are reckoned and 
marked preciſely in the ſame manner, except that 
at the beginning of the game, the non-dealer is 
not to ſcore a — holes for the laſt, and all the cards 
muſt be play | 
made the end-hole, the remaining cards in hand 
muſt be played, ſcoring for the pairs or fiſteens, 
— they may form. ber, that when laſt 

player, you ſhould We to retain cloſe cards 
in hand, as they may enable you to acquire four 
Th 8 in playing. As thus: 


If the en laſt cards you hold, are > fi ad 


en eight, and your 


opponent has but one card, it 
is but five and a ha 


to one, that ſuch card is 


either a fix or a nine, and in ſuch caſe you will 


obtain four points. On the contrary, if your two 
laſt cards were a queen and a nine, or any others 

diſtant from each other, you would only win the 
end-hole, as it would be impoſſible to come in for 
a ſequence. 

Again, if your two laſt cards are 4 pair, and 


your antayoniſt has but one card, if be is player, 


you will gain three points. And when your ad- 
| nd 15 00 no cards Oy: you ſhould. => 


out; that is, when either party has 


0 2 
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me, endeavour to retain a pair, or ſuch cards as form ; 
one fftcen, by which you wilt always gain three holes, = 


NY | Os the different Stages. of the Game, point ing out a 


when you have your Complement of Points, and 


<chen not, with Directiaus for playing the Cards = 


accordingly. : 


The dealer i is ſuppoſedt to have ſome trifing ad- 
rantage.” wo 

The dealer is entitled to twenty-five points by 
his hand, crib, and next hand; Thus, at his ſecond 
deal, if- his Peg 1s 1n the twenty-fifth hole of the 
board, he has his complement of points; the fame 


the game. 
If the non-dealer by his: firſt hand attains. the 


of the game; for he is entitled to expect. he ſhall 
make his ſecond deal, with his front peg in the 


Mw Ron N6.6 0 = a 


win the game, by his band, crib, and next hand. 


$ Being dealer, and your adverſary baving above 


his complement of points, you muſt play your 

game accordingly. "bus, if you have good cards, 
| . endeavour to make as many rf eee. as poſſible by 
pairing, fifteens, &c. contrary, if your 
ceurds are indifferent, you tro play off, to ' prevent 
* adverſary from en 2 os 


— 


; * 
F * 
s . 


at his third deal, if he is within cleven pense of 
eloveath hole in the board, he will have the beſt 


thirty-fixth hole, and by which he will probably 


Which caſe, inſtead of thirty, it reckons for ſixty, 


i . reckons 'for- ten points. | f 


x: hand, which. reckons for ten points, and takes 


(5) 


THE GAME OF PIQUET. * bg 


* 


Tuns game is 1 FO two ns, with 
thirty-two cards, which are, the ace, King, 
.queen, Ss, ten, nine, eight, and ſeven e of every 
Re | 


Ape. 7. able « the T erms wed in Ai 


Talon, or ſtock, is the eight remaining cards, 

aſter twelve are dealt to each perſon. 
 Repique, is when one of the players counts thirty 

points in hand, before his adverſary has, or 7 

count one, when, inſtead of reckoning thirty, be 

"reckons ninety, and proceeds above as many Pein | 

as he could above thirty. 

_ + Pique, is when the elder hand counts thirty i in 

| hand or play before the adverſary. counts one; in 


to which is added as many points as may be rec- 
koned above thirty. . 
Ca pot, is when cither party makes every trick, 

hic counts for forty points. | 

| Cards,” is the majority of ond rricks, which 


Carte Blanthe, is nat having a pictured card in * 


place of every thin elſe. 8 
Quatorxe, is the four aces, kings, queens, Knaves, | | 5 
* and reckons for fourteen: -Points. ER . 

þ Com, 


l 


F 
Point, is the number of cards of the fame ſuit, 
d are reckoned by their pips, the ace for eleven, 


oints as cards. 

Tierce, is three ſucceſſive cards of the fame ſuit, 
d counts for three points. There are fix kids 
f tierces, vis. ace, king, queen, called tierce ma- 
down to nine, eight, ſeven, a tierce- minor. 
Quart, is four ſucceſſive cards of the ſame ſuit, 
reckons for four points. There are five kinds 
quarts, viz. ace, king, queen, knave, called 


minor. 

175 is five fuceeffive cards of the fame fuit, 
reckons: for fifteen points.” There are four 

inds of quints, viz. ace, King, queen, knave, ten, 


called quint-major, down to Knaye, ten, nine, eight, 


even, 3 quint-minor. 
 Sixieme; is fix ſucceflive cards of the fame ſuit, 


inds of fixiemes, viz. ace, king, queen, knave, 
ten, nine, eight, ſeven, a ſixieme- minor. 


' Septieme, is ſeven ſueceſſive cards of a fait, and 
counts for ſeventeen points. Fhere are two ſorts, 


'|viz. from the ace to the eight. incluſive, a ſep- 


tieme-miajor, and from the queen to the ſeven in- 


| 


cluſive, a ſeptieme· minor. 2 
Brnirieme, is eight ſucceſſive . '6 the fame 


ſuit, und reckons for eighteen Fang. ee 
Laws of the Gas: 3 e 


If nber of the players has en ci det 


I?” ir's at the Oy of the elder Hand, e a 


12 


pictured cards for ten, and count for as —_ 


uart-maj ajor, down to ten, nine, eight, feven, i 


F reckons for fixteen points. There are three 


/ 
| 


en, mine, a fixieme-major, down to queen, knave, 


— —— 


— 
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15 ins 8s after br as ſeen lus cards, the game mul 


Teckon all be has, it deing no fault to have tos 
few cards; but his adverſary always wants the laſt 
card, Wherefore he cannot be capoted, when the 
other * for _ of a tweifth only ; 
; er who omits, at the inning, to 
reckon 5 8lanche, his point on r &c. ar 
any ſequence he may have good in his band, c- | 
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y the cards, or have a new deal, 1 
e ſhall judge the moſt advantageous; but ſhoud 
either of the players have fourteen cards, or 2 


wards, a new deal muſt take place. 


Should the elder hand have thirteen cards, and 
chooſe, to play them, he muſt put out one mor 


| than he takes in, as the younger hand muſt hawe 
his three cards. Should "the . hand hae 
' thirteen, the elder hand mu 


take in the ſane 
cards as if the ſtock were right; and the younger 


hand muſt lay out three, and take in two. When 


either cafe occurs, he who has thirteen cards muſ 
inform his antagoniſt of his defign before he take 


played, under the penalty of playing. twelve 

s, which is reckoning nothing. 
The player who takes In more cards than be Lays 
out, or in playing is found to. have more cards 
than he is entitled to, reckons nothing : whilſt. bi; 


adverfary can count every thing he is poſſeſſed of, 


though inferior to what his opponent may bang 


under this circumſtance. _ 
| Whoever plays with lefs than twelve cards, can 


not afterwards reckon them. 


Whoever forgets. ſhowing his neoce, | 
Kc. before he plays his firſt e 
Kaye detter than his e cannot count them 


PIQUET. 59 


sferwards. In this caſe the elder hand: whoſe 


point, ſequence, &c. or three of any fort, which 


his game, which had not been called or "ſhown. 

At the concluſion of each game, the players muſt 
cut for deal, unleſs there is a previous agreement 
to deal alternately bu Ie the party. 

Neither player can diſcard twice; and as ſoon 
2s ke has touched the ſtock, whateyer cards he has 
difarded, cannot be again taken i in. 

0 player can fee the card he is to take in be⸗ 
fore bs has difcarded ; wherefore, when the elder 
bani leaves any of the take-in cards, he muſt ſpe- 
8 number he takes in, or how many 


turred any of them, or mixed them with 2 own 
card, is allowed to return the 1 Ne 


card, without incurring any penalty pcs 
. always that his adverſary has not taken in oo | 


wer as in that caſe, he is at liberty either to 


the cards, or to demand a new deal. Should the 


deal be played, the ſupernumerary card muſt be 
mĩxeil E; 
ſeen by the players. 

Whoever deals: twice fucceffir oy; i recollects 


 limfelf before he has ſeen his cards, may hen bs | 


his opponent to deal, though the latter has en 
cards. 5 
Should the elder of hand call bis point, or any 
elſe be may have to reckan, and his op 


way binds it is good, but 8 exantination, nd. 


" himfaf 


—— 


wee. not allowed tc be good, has a right, pro- 
vided he has not played his ſecond card, to reckon 


he leaves. | 
"The player who bas laid out leſs cards tha e 
has faken in, and perceives his error before he has 


th one of the two diſcards, after being 


_ 
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| himſelf miſtaken, he is allowed to TIF yhat be 
has that is good, on condition that he has 
played; and likewiſe to ſet aſide what was callec 
13 1 the elder band, even though the, -Grſt , qard 
'4, ſhould have been played. | 


ll 
! 


The player who might have uatorze-aces, &i 
Rds ee or — and qu: diſcarded « 5 
them, and therefore reckons only three aces, ki 
Kc. which are allowed to be good, muſt te 2 
opponent with E what card he has [ai 
out, as ſoon as he has played his firſt card, þ 
vided he is aſked. h 
Should the pack be erroneous, that is to av, 
ſhould there be two tens, or any other two cards 
of the ſame ſuit, or ſhould there be a card f ob 
mort or one deficient, the deal i 5 void * 
receding deal remains valid. 

ww there ſhould be a faced card i in dealing, Ne: 
nd be a freſh deal. 

It there ſhould be a + faced card i in the | ock, 
the deal muſt ſtand good, unleſs it is the upper 
card, or the firſt of the three that belong to the 
dealer; but in caſe of two faced cards, a nei 
neceſſarily enſues, 

e who calls his game wrong, and not 
correct himſelf E begins etz, nd Nag 
nothing he has in his game; for x 85 e adverſary 
diſcovers it, at the beginning, midqſę, or end ck 
the deal, he ſhall not only prevents .adverl: 
from reckoning, but he ſhall himſeF reckon 
he has good i in Mo gone which the oth cannot 


Any end which is f. eparated, aud 15 couched | 
| dou bee Nevertheleſs 


* 


| PIQU ET. 1 
if a card is played to the antagoniſt's lead, of a 1 
ſuit different from what has been played, he is 
entitled to take it up; and play another of the pra- 
per ſuit; for as there is no penalty for a renounce, 
there cannot be any for that; but if the player 
ſhould have none of the ſuit led, and Plays a card 
he did not intend, he is not permitted to take it 
up again after he has once quitted it. CTY 
Whoever ſays, / play in fuck a ſiuit, and after- 
wards does not play that ſuit which he ſhould 
play, in order to ſee the cards the dealer has left, 
is liable to be compelled by his opponent to play in 
what ſuit the latter chooſes. _ „ 
The player who, by accident, or otherwiſe, 
turns or ſees a card appertaining to the ſtock, is 


but to play in what ſuit his antagoniſt may fix upon. 
/ The perſon who having left a card of the ſtock, 
nere mixes it with his diſcard, without ſhowing it to 


2 his adverſary, is obliged, after having named the _ 
ck, ſuit he propoſes leading, to ſhow all his diſcard. 


per 
the De: — 5 

lcal | 8 "OS . | \ 

Dy XXules and Maxims for playing, 
bg | ONE hundred and one points conſtitute the 


Ay game, and the beſt and general mode of marking 
of them is by cards, ſuch as the 6 and 3 of any ſuit 
iy to dendte the units, and the 6 and 3 of an oppo- 
1 he ok for the tens. 5 1 fonts 
wt On commencing the game the parties muſt eut 
Is for the deal; the perſon cab the loweſt card is 
to deal. The non-dealer has conſiderable advan- 


fs tage from being elder hand. | 
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The deal is made by giving two cards alter- 
nately until each party has twelve, and the remain- 
ing eight cards are placed on the table. The ad- 
verſary muſt cut the cards before they are dealt; 
and if he ſhould ſcatter or diſcover them, cut off 
but one card, or leave only one at the bottom, 
the dealer may ſhuffle the cards, and _ them 
cut again. 

There are three chance in this game, viz. the 

|  repique, pique, and ca all of which may be 
| le; in _ deal. Thus,” the eldeſt hand having 
the point, four tierce- ba yors, four aces, four kings, 
and four queens, he will. make thirteen points by 
playing the cards, and forty for the capot. u 

are reckoned in this bs firſt, 


Point — 3 points 
Four een PHT _ 4 do. 
Four aces — a 14 do. 
Four kings — — 14 do. 
Four queens. — — 14 — do. i 
re N e — 1 0. 
. — — — 4 do. 
Total 110 points a0 
e e or 
To pique. your antagoniſt you muſt be elder th 
2 bind; for, if you are the younger hand, your de 
| adverſary will reckon one for the firſt he au 
plays; and then your having counted twenty - nine te 
in band, even if you win the firſt trick, will not KI 
authorize you to count more than thirty. al 


When you have carte #lanche you muſt let your m 
— diſcard, and , when he is going to take th 

his ſhare from the | talon, you | muſt, before he has th 
£9 . 4 125 f touched al 


24 


touched it, ſhow your twelve cards, and your ad- 
verſary muſt not touch the cards he has diſcarded. 
The players having examined their hands, the 
elder hand takes the five cards which ſeem the leaſt 
neceſſary for his advantage, and laving them aſide 
takes as many from the 7a/on or heap that is left; 

and the youngeſt hand lays out three, and takes in 


4 Þ 


the Jaſt three of the zalon. . 

In diſcarding, the firſt intention in ſkilful play- 
ers is to gain the cards, and to have the point, 
. which moſt commonly engages them to keep in 
that ſuit, of which they have the moſt cards, or 
that which is their ſtrongeſt ſuit; for it is con- 
. venient to prefer, ſometimes, forty-one in one 
ſuit to forty-four-in another, in which a quint is 
nat made; ſometimes, even having a quint, it is 
more advantage to hold the forty-one, where, if 
one card. only is taken, it may make it a quint- 
. major, gain. the point, or the cards, which could 
not have been done by holding the forty-four, at 
leaſt without any extraordinary take-in. _ 


Lou muſt alfo endeavour, in laying out, to get 
* a quatorze, that is, four aces, kings, queens, knaves, 
2 or tens, each of which counts for fourteen, and is 
* therefore called a quatorze; the fourteen aces hin · 
4 der the counting fourteen kings, &c. and by that 
- authority you may count a leſſer quatorze, as of 
: _ tens, although your adverſary may have fourteen 
* kings, &c. becauſe the ſtronger annuls the weaker; 


and alfo, in the want of a leffer quatorze, you 
4 may count three aces, three kings, three queens, 
: three knaves, or three tens. It is good to take 
| three aces, and they are better than three kings; 
and he who has them may, by virtue thereof, _— 

| G 2 | | 
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his three tens, although the adverſary may have 
three kings; in favour of a quatorze you count 
not only any leſſer quatorze, but alſo all the threes 
which you have, except of nines, eights, and 
ſevens. OE | 5 


The ſame. is to be obſerved in regard to the 


hwiiemes, ſeptiemes, ſixiemes, quints, quarts, and 
tierces, to which the player muſt have regard in 
his diſcarding, ſo that what he takes in may make 
der hin. 125 e 
The point being ſelected, the eldeſt hand de- 
clares what it is, and aſks if it is good: if his ad- 
verſary has not ſo many, he anſwers, it is good; 
if he has juſt as many, he anſwers, it is equal ; 
and if he has more, he anſwers, z is not good: he 
: who has the beſt, counts as many for it as he has 
cards which compoſe it; and whoever has the 
point counts it firſt, whether he is eldeſt or 
- youngeſt ; but if the points are equal, neither can 
count: it is the ſame when the two players have 
equal tierces, quarts, quints, cc. od BET 
. The points, the tierces, quarts, quints, &c. are 
to be ſhown on the table, that their value may be 
| ſeen and reckoned; but you are not obliged to 
ſhow quatorzes, or three aces, kings, cc. 
After each has examined his game, and the eldeſt, 
by the queſtions he aſks, ſees every thing that is 
= in his hand, he begins to reckon. e carte 


8lanche is firſt reckoned, then the point, then the 
ſequences, and laſtly the quatorzes, or threes of 
aces, kings, &c. after which he begins to play his 
- cards, -for each of which he counts one, except it 


is a nine or an inferior one. 


; After 
po 5 
_— 


I 0 
After the elder hand has led his firſt card; the 


younger ſhows his point, if it is good, alſo the 


ſequences, or threes of aces, kings, &c. 
or carte blanche if he has it; and having reckoned. 
them all together, he takes the firſt trick if he can 
with the ſame ſuit, and counts one for it; if he 
cannot, the other turns the trick and continues; 
.and when the younger hand can take the trick, he 
—_— which ſuit he pleaſes. | 
play the cards well, you muſt know. the 
i of your game, that is, by your hand you 
ſhould know what your opponent has diſcarded, 
and what he retains. To de th this, be particularly 
attentive to what he ſhows and reckons, 
As there are no trumps at piquet, the higheſt 
card of the ſame ſuit wins the trick. 
> the elder haud has neither point, or any 
to reckon, he begins to count from the card 
plays, which he continues till his adverſary wins 
A 3 who then leads in his turn. He who wins 
the laſt trick counts two. When the tricks are 
0005 neither party counts for them. 


————— — 


22 Huftrating how to — any Hand 


well. 


THE chance of an elder hand's a in one - 


| certain card, is three to one againſt him. 


That of his taking in two certain cards, is eigh- 
been to one againſt him; RD 
I would know what are the odds that an elder 

band takes in four aces? | 
- 9 3 45ů. 


66 5 iabEr. 
"= 7 Agſt. him. for him. 
"a That be mies © in 4 aces, is 986 to 1 


At leaſt 3 of them, is about ii 
2 of them = 1 1 
1 of them — to 17 25 5 


If. an older tes has one ace dealt him, what 
are the” odds that he takes 3 in the other three ? 

Agſt. him. for him. 
Af That he tles the 3 aces 113 to 1 
At leaſt 2 of them, about 6 to 1 
| 1 of them „„ 6 03 


are the odds that he takes 1 in the other two? 


In cafe the elder hand has two 1 and two 
Kings dealt him, what are the odds that he Ray's in 
either the two aces or two kings remaining ? 


Elder hand having neither ace nor king dealt 
him, what is his chance to take in both . an ace 
and a king 1 in 2, 3, 4, or 5 cards? | 


: Apt. diem. for him. | 

Af In 2 cards, is about WS: 3 
In 3 cards . E 

In g ds 33 t 51 


If an elder hand has two aces- dealt him, what 


| | Agtt. him. for him. 
Anſ. That he takes in the oer MS: 
At kat of them 
t leaſt 1.0 is near 5.to-] 2 es 
4 againſt him, or | 725 5 "Y 


Agſt. him. bs bis. 
Anſ. It about . 


What 
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| What are the odds that a younger hand takes in 
4 two certain cards 


8 | | Act. him. for him. 
3 What are the odds: that a younger hand takes i in 
bat three certain cards? 

| . „Bim. * 
aim. A. — 1390 * 
N : The younger hand havin no ace dealt him, 

3 what chance has he for his taking one? 

| mY Al. him. 1 

nat Af. It is — — 28 W 


If the younger hand has one ace dealt 4 
what are the adds of bis taking in ane or tip of 
the three remaining aces? - 

Agſt. him. for bim. 


An/. That he takes in two of 8 
them, is about | * 21 to 1 


At leaſt one of them — 3% 2 


What are the odds that the younger band | takes 
in one certain card ? 


Act. bim. for him. 
Als. That he does not ke * 17 0 3 
: in, 18 — 
Wuat are the odds of a carte blanche Þ 


3 Ad. bim. for him. 
- Anſ. 3 * on 1791 to 1 


Calculation for betting, Fool Mr. HovLE. 
Ir is five to four that the elder hand wins the 
| | Te | = 


1 
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" Tths is . two to one that the elder hand does 
not lurch the younger hand. 

It is near four to ane that the younger hand does 
not lurch the elder hand. 


ny ' Suppoſe A and B 3 a 2 at Pia. | 


3 has the hand; what are the « odds that 4 wins 
the party) 

Ai. Abaut twenty- hre R 

If A has one game, and B one game, he Pp is 

| eldeſt hand has above five to four to win the party. 

If A has two games love before they cut for the 

| teal, the odds are above four to one chat he wins 


2 * ax 27 4 has EY games love, * 4 bas tlie hand, 
5 the odds are above five to one that he wins the 


22795 has the hand when Ai is two lan the odds 
in favour of A are about three and a half to one. 

If A has two games, and B' one, before they 
15 ey, the odds in — of A are about two to one. 
6 f A has the hand, and two games to one, the 
odds are about even to four. 

If B has the hand when A is two games to one, 
the odds in favour of A are about nine to five. 
If A is one game love, and elder hand, the odds 
= in favour of A are about ſeventeen to ſeven. © 

If Ahas one game love, and younger hand, the 
p __ in ROE of 4 are about two to one. . 


ſhee 


oes if HE GAME OF MATRIMONY + 


- 5 


in d played with an entire pack of cards, by ud 

„ J. of bee perfons, and war 1s gn . 

The game conſiſts of five chances, vis. _ 

: | Matrimony, which is king aud queen. 

> 18 | CT | . AY 

y.  CE/edrrag, king and knee. 

the Lite igue, queen and knave. n 

ins Pair, two aces, or two kings, Ke. and. 

Bel, which is the ace of diamouds, after whigh, 

d, anz other ace is ſo conſidered, then king, be:. 


* 
- 


- Theſe different chances muſt be marked gn 2 
ſheet of paper or board, thus: as 


$4 
| Confederacy. 


* * 
- : 
* * 1 * 
9 * 1 ; % 
-. «" * 
®. „ — . 
* 
1 + 
0 ” . — 
: 4 + 
4 - 4 * * „* x þ 10 - % 
2 — . * 
* * 


Each player has a number of counters; "the 
dealer then puts as many of them as he pleaſes, on 
7 5 2 * . * 9 9 „ 7 „„ Eitlitr 


rod 


deals out two cards on his left-hand, turni: 


Oy re n 
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either, or all of theſe different chances, and the 
reſt of the players muſt ſtake the ſame number of 
counters but one: that is, ſuppoſe the dealer puts 
on a dozen, the other players put on eleven. This 
done, the dealer gives each perſon two cards, be- 
Mins with the one on his left, who is eldeſt 
Hand. He then deals round again one card to 
each, which he turns up. The perſon who has 
the ace of diamonds turned up, takes the whole 
pool. Obſerve, that the ace of diamonds in hand 

is of no more value than any other card. If the 
ace of diamonds is not turned up, each perſon 
_ diſcovers their cards, and if they have matrimony, 
confederacy, &c. each draws whatever number of 
counters there may be on that point.. Obſerve, in 


_ "caſe two parties ſhould have matrimony, confe- 


deracy, &c. the elder hand wins. 


THE GAME OF LANSQUENET. 


THIS game may be played by almoſt any num- 
ber of people, although only one pack of 
cards 1s uſed at-a time, that is to fay, during the 
deal. The dealer, who ſome think has an ad- 


vantage, begins by ſhuffling the cards, and having 


them cut by any. other perſon of the party; he 

rds on! hand, turning them 

- up: then, one for himſelf; and a fourth, which he 

plies in the middle of the table, for the — 
| 5 | Call. 


re 
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called the rejouiſſance card. Upon this card any, 


or all the company, the dealer, may put 
their money, which e is obliged : to an- 


ſwer, by ſtaking an equal ſum to the whole that is 
put upon it by different perſons. He continues 
dealing, and 3 the cards upwards, one by 
one, if two of a fort appear; for inſtance, two 

aces, two deuces, &c. which in order to ſeparate, 
and that no perſon may miſtake for ſingle cards, 
he places on each fide of his own card; and as 
often as two, three, or the fourth card of a ſort 
come up, he always places them, as before ſaid, 
on each fide his own. Any ſingle card the 
company has a right to take and put their money 
upon, unleſs the dealer's own card happens to be 

double, which often occurs by this card being the 
ſame as one of the two hand-cards which he firſt of 

all dealt out on his left-hand: thus he continues deal- 


ing till he brings either their cards, or his own. 
| ” ane as his own card remains undrawn he wins; 


whichever card comes up firſt, loſes. *If he 
_ or deals out the two cards on his left, which 
are called the hand-cards, before; his own, he is 
entitled to deal again; the advantage of which is 
no other, than his being exempted from loſing 
when he 'draws a ſimilar card to his own imme- 
diately after he has turned u up one for himſelf, 
This game is often played more fimply without 
the rejouiſance card, giving every perſon round the 


table a card to put their money upon. 


it is played by dealing only two _ ona for the | 
Kale; and another for thecompan ; 
It. thould likewiſe be obſerved, at the ſum to 


I's * e of cards, is 
ſocnetimes 
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Tas Is a French game, and its title implies 2 | 
teen, which is made as follows : 2 
Firſt the cards muſt be thi pl by (the tro T 
puyers, as that is the uſual number play at f 
this game. After they have cut for the deal, dich | 15 
is determined by the loweſt card, the dealer i is au- are 
thorized to ſhuffle them again; after this the adver- | 
cuts them, when the dealer gives one card to 
opponent; and another to himſelf. Should the D 


- Wy adverſary not approve of his cards, he is 


entitled to have as many cards given him ſucceſ- a 
ſtvely, as will make fifteen, or come neareſt to that are 
number, which are Soramonly given from the top wh 
of the pack. Example: If he ſhould have adeuce, 3 
| and draws A five, u hich amount to ſeven, he muſt ſqe 
continue oing on, i in expectation. of coming nearer {qi 
| fifteen; uld be draw an eight, which make Juſt 


+ fificen, he, as eldeſt band, is certain of winnin fqu 
te — but hould Ne over-draw himſelf, nn 


ſlould do the ſame hich — as 5 2 
| Tutes. 2 w. game, af d they co nently double | 
theftakes; thus perſevering till one of them wins ki 
the "game, by * and * neareſt Dion bi 

8 pon W 


— 


* 


Upon the Qole of each game, the alt are packed 


and ſhuffled, when the players again cut for real, 1 
the — TO OY for the elder hand. 
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"THE GAME oF CHESS. 


Tas game is played by two EE: upon 2 
board containing fixty-four ſquares, with: 


| fi gures, or pieces, made of ivory, or wood, called 
| Kings, queens, biſhops, 1 officers, rooks, 


and Pawns. , 
— — and 
| Dire&ion 8 2 placing the Pieces, and Rules fir. 


"roving them, Je... 


"EET TE. 


a 1 muſt be placed on auch fide of the 
* — and queen. 
he ke: ghts. mult ſtand on | each fide of the 
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74 CHESS. 
| The r. rooks in a two corners of the board, next 
to the kni mts. | 


The eight pawns to be placed upon the eight 


ſquares of the ſecond line. 

The pieces, and pawns, on the ide of the king, 
take their names from him, as thoſe on the ſide of 
the queen do from her, and are called the pawns of 
the biſhop of the Kings. of the biſhop, or of the 
nn. &c. 

The ſquares are named from the pieces, VIZ. 
Where the king ſtands, is called the ſquare of the 


king; where his pawn ſtands, is called the ſecond - 


ſquare of the king; that before the pawn is called 
the third ſquare of the king; that beyond it is called 


the fourth ſquare of the king: and fo of all the 


reft. 

The king moves every way, but only one ſquare 
at a time | 

The king may leap once in the game, either on 
his own fide, or on the ſide of his queen (viz. 


the rook is moved into the next ſquare to the king; 


and the king moves to the ſquare on the other fide 


of him, which is alſo called caſting), provided no 


piece is between him and the rook; nor after this 
rook hath been moved; nor after the king hath 


been moved; nor when the king is in check; nor 


when the ſquare, over which he means to leap, is 


viewed by an adverſe man, who "wou}e check __ 


in his paſſag 4 205 


- The kings muſt. always be one ſquare* diſtant . 


fangs each other. 


-" ST he queen hath the” move'of the rook, and 1 
biſhop. She moves in a  Fraight ng, and alſo. 


e „„ rig” 
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The biſhops move only angularly. | 

Ihe knights move obliquely, upon every third 
ſquare, inc uding that which they ſtood on, from 
black to white, and from white to black, over the 
heads of the men. | | 

. The rooks move in a right line. | 
A pawn moves in a ſtraight line forward, and 
takes the enemy angularly. He ay be moved 
two ſquares the firſt move. 

If the ſquare over which your pawn le- ps, is 
viewed by a contrary man, that man may take the 
pawn in his paſſage, and then' he muſt place n 


in the ſquare over which. the pawn leaps. 


After the firſt move, a pawn can only move one 
ſquare at a time. All the reſt of the men move 
foryand or backward. _.. 

When a pawn gets at the head of the board. upon 
the firſt line of the adverſary, he may be changed 
for any one of the pieces, which you have loſt in 
the courſe of the game. 

The men take the F 8 men, who ſtand 

1n their. way, provided the road lies open to them; 
or they may refuſe it if they think proper. 

Ton mutt ſet down your men in the ſame ſquare 
in which you take the contrary man. | 

The men can move the whole length or breadth 
of the board, or from one ang e to the other, en- 


| ol the king, knights, and pawns. 


When the adverſary king is in a ſituation o be 
taken by you, you muſt ſay check to him; by which 
you give him warning to defend himſelf, either 


bo changing his place, or by covering hinffelf wi 


one of his own men, or by taking the man who BW 
1 5 aſſaults 


* * . 
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aſſaults him: if he can do none of theſe things he 
is check-mated. 

The king cannot change his ſquare, if be, by 
ſo doing, goes into check. 

When the king has no man whom he can 
phy, and is not in check, yet is ſo blocked up that 
he cannot move without going into check, this 
poſition is called a flale- mate. In this caſe the * 
who is * wins the game. 


N ze 1 of Cheſs. 


IE you touch your man you muſt play it, and if 
Jou, quit it, 3 cannot re-call it. 
If by miſtake, or otherwiſe, you play a falſe 
move, and your adverſary takes no notice of it till 
he has played his next move, neither of you can | 
re. cal ä 

If you "miſplace y your men, a RE two moves, 
our adverſary is entitled to chooſe whether he will 

permit you to be = the game or not. 

If your adver ary plays, or diſcovers a check to 
our King, and gives no notice of it, you may let 
im ſtand Jo till he gives notice. | 

; alter Jour — has moved you cannot t caſtle. 4 


1 


Aan. ” or - plying, ) 1 Objeroatige fon . 
Hrn. | 

vob ought to move your pawns before -you 
ſtir your pieces, and afterwards to bring out your 


pieces to ſupport them; therefore the * n 
red _ 


vou may make him loſe moves, and con 
crowd him. 


4 —* „ FS 
— . 
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order to open your game well. 
You-are not, therefore, to play out any of your 


— 
— 

7 „ * 
* 


pieces early in the game, becauſe yon thereby loſe 
moves, in cafe your adverſary has it in his power, 
by playing a pawn upon them, to make them re- 
tire, and alſo opens his game at the ſame time: 
eſpecially avoid playing your queen out, till your 


- 


game is tolerably well opened., | 


* - --. * — * % 
. * 


Avoid giving uſeleſs checks, and never give any, 
unleſs you thereby gain ſome advantage, becauſe 
you may loſe the move if he can either take or 
e ,, ores Ec er a 
Never crowd your game by having too many 
pieces together, for fear of choking up ny ons 
ſage, ſo as to hinder your advancing or. retreating 
your men as occaſion may require. 
If your game happens to. be crowded, endea - 
vour to free it by making exchange of pieces or 
pawns, and caſtle your king as ſoon, as you con- 


* 


veniently; en, N : 
Endeavour to crowd the adverſary's game, which 
is.to be done. thus: when he plays out his pieces 
before he does his pawn,. you are to attack them 
as ſoon às 'yau can with your pawns, by which 
equently, 


* 


| Never attack the adverſary's king without a ſuf-, 


_ ficient force; and if he attacks your king, and you... 


have it not in your power to attack bis, you are to 
offer exchanges with him; and if he retires, when 


you preſent a piece to exchange, he may loſe a 


move, and conſequently you gain an advantage. 


k 


and biſhops* pawns ſhould be the firſt played, in, 
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2 Play your men in ſo good 7 8 of one another, 
that Kann man you advance be taken, the adverſe 
piece may alſo be taken by that which guarded 
5ours; and for this purpoſe be ſure to have as 
many guards to your piece, as you ſee your ad- 


verſary. advances PIECES upon it; a and if you can, 
let them bel of leſs value than thoſe he aſſails with, 


If you find that you cannot well ſupport your 
piece, ſec if, by attacking one of his that is bet- 


ter, or as good, you cannot thereby ſave your 


* 


n 


% 


Never make an attack but when well prepared 
for it, nor give uſeleſs checks, for thereby you. 


open your adverſary's game, and make him ready 


prepared to pour in a ſtrong attack upon you, as 


ſoon as your weak one is over. 


ſary s laſt move; nor offer to attack till you have 
confidered what harm he would be able to do you 


by his next moves, in conſequence of yours, bet 


be too late. 


When your attack is in a proſperous way, never 


be diverted from purſuing your ſcheme (if poffible) 


| on to giving him mate, by taking any piece, or 
other advantage your adverſary may purpoſely 

throw in your way, with the intent, that by your 
taking fhat bait, he might gain a move that would 
1 FRV 


* 


* * 


make your deſign miſcarr y.. ; 
j When you are purſuing a well-laid attack, but 


$-* 


0 6 find: it neceſſary to force your way through your 
adverfary's defence, with the loſs of ſome pieces; 


| . if, upen counting as many moves forward as you | 
+ 7 0 OS , * „ „ St ; can 
<2 þ 


i 


Never play any man till you have examined 
whether you are free from danger by your adver- 
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ce a piece or two to * ends 
920 bold attempts make the fineſt games 

Never let your queen ſtand ſo 8 your king 
as that your adverſary, by bringing a rock or a 
biſhop, Tight check your king if ſhe were not 
there, for you might hardly chance to ſave her. 

Let not your adverſary's L (ef pecially if 
duly guarded) come to check your king and queen, 
or your king and rook, or pour queen and -rook, 
or your two rooks, at the e time; for in dhe 
two firſt caſes, the king being forced to go out of 
check, the queen or the rook muſt be loſt ; and in 
the two laſt caſes, a Took muſt be bft, at beft, for 
a worſe piece. 

Take' care that no guarded pawn of your ag- 
verſary's fork two of your pieces. 

When the kings. have caſtled on different fides 
of the board, the ws be muſt advance upon the 
other king the pawns 
board, taking care. to b his pieces, eſpecially 
his queen and rooks, to 15 
king that has caſtled is not to ſtir his three pawns 


till EN to it. i 
E the game, endeavour. to have. a move 
as it 8 


1534 We +& 


ere in ambuſcade; 
to place the queen, biſhop, or rook, behind a 
pawn, or a piece, in ſuch'a manner, as that upon 
playing that pawn, or piece, you diſcqver à check 
upon your adverfary's king, and conſequently may 
often get a piece, or ſome other advantage, by it. 
Never guard an inferior piece with a better, if 
you 'can do it with a pawn, becauſe that better 
piece may in that caſe be, as IF out of "7 
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for the ſame reaſon,” you ought not ta guard a ll pawn 
pawn with a piece, if you have it in your power the « 
i guard it with a pawn. © oo 
A pan paſſed, and well Tupported, oftep coſts if yo! 
the adverſary a piece. And if you play to win that g 
the game only, whenever you have gained a pawn, W 
or any other advantage, and are not iir danger of game 
loſing the move thereby, make as frequent ex- your 
changes of pieces as you can. 
If you have three pawns each upon the board, 
and no piece, and you have one of your pawns on 
dne ſide of the board, and the other two on the 
other fide, and your adverfary's three pawns are 
oppoſite to your two pawns, march with your king 
as ſoon as you can, to take his pawns; and if he 
goes With his King to ſupport them, go on to queen 
with , your ſingle pawns; and if he goes. to hinder | 
him, take his pawns, and puſh the others to queen. 
Phis ſhows the advantage of a paſſed pawn. 
At the latter end of a game, each party having 
only three or four pawns on different ſides of the 
board, the kings are to endeavour to gain the 
meve, in order to win the game. For example: 
If you bring your king oppõſite to your adver- 
fary's king, with only one houſe between you, you 
will have gained the move. "Oo 
When your "adverſary has bis king and one 
pawn on the board, and you have your king only, 
| you will never loſe that game, if you can bring 
FE your king to be oppoſite to your 8 when 
H 


> 


e is immediately either before or on one fide of 
is pawn, and there is only one houſe between the 
FE e ee e e eee ben 
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' inadvertently give one. 


Fi EE 
When your adverſary has a biſhop and one 


awn on the rook's line, and his biſhop is not of 
the colour that commands the corner-houſe his 
pawn is going to, and you have only your King; 
if you can get into that corner, og cannot loſe 
that game, but may win it by a ſtale. 

When you have greatly the diſadvantage of the 
game, having only your queen left in play, and 
your king happens to be in the poſition of ſtale- 


mate, keep giving check to your adverſary's king, 


always taking care not to check him. where he can 
interpoſe any of his pieces that make the ſtale; fo 
doing, you will at laſt force him to take your 
een, and then you win the game by being in a 
Won. 2," VV 
Never cover a check with a piece that a pawn 


puſhed upon it may take, for fear of only getting 


that pawn for it. | 

Always take care that your adverſary's king has 
a move, for fear of giving P e therefore 
do not crowd him up with your pieces, leſt yon 
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Iluſtratious and Applications of 3 the precedi 
'  ' Maxims and Ob/ervations, from Mr. HovL f. 1 


WHETHER you play the open game, or the 
cloſe game, be ſure you bring out all your pieces 
into play before you begin to attack; for if you 
do not, and your adverſary does, you will always 
attack, or be attacked, at a great diſadvantage: 
this is ſo. eſſential, that you had better forego an 
advantage than deviate from it; and I rnay yenrure 
ws 1 1 Eee n ” to 
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to pronounce, that no perſon can ever play well a 
this game, that does not put this rule ſtrictly in 
practice: and do not let any body imagine, that 
theſe preparatory moves are uſeleſs, becauſe he does 
not receive ap immediate advantage from them; 
they are juſt as neceſſary, as it is at whiſt to deal 
[thirteen cards round before you begin to play. In 
order to i out your pieces properly, I would 
adviſe to puſh on your pawns firit, and ſupport 
them with your pieces; and you will receive this 
advantage from it, that your game will not be 
crowded: I mean by this, that all your pieces will 
be at liberty to play and aſſiſt each other, and fo 
co-operate towards obtaining your end: and this 
farther is to be obſerved, that, either in your at. 
tack, or defence, you bring them out ſo as not to 
be drove back again. 3 
When you have brought out all your pieces, 
as I have premiſed, which. you, will have done 
very well, eſpecially if you have your choice on 


-which* ſide to -caſtle (which I would always ad- 


e Ffet& do), I would then pauſe a while, and con- 


O ider thoroughly my own and my adverſary's game, 
ad nd from his fituation, and ing where he is 
weakeſt, .-I would not only take my reſolution 
where, tg caſtle, but likewiſe where to begin my 
attack; and it ſtands to reaſon you cannot do it in 
2 better place than where you are ſtrongeſt, and 
your enemy weakeſt. By this method, it is very 
probable that you will be able to break through 
your adverſary's game, in which fray ſome pieces 
muſt of courſe be exchanged. But now pauſe 
again, and ſurvey both games attentively, aud do 
not let your impetuoſity hurry you on too 
Wy 5 a Wit 
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with this firſt ſacceſs; and my advice to you now. 
in this critical juncture (eſpecially if you ſtill 
find your adverſary pretty ſtrong) is, to rall Jour, 
men again, and put them in good order for a 


n 424 
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ſecond or third attack, if needful, ſtill keeping 
vour men cloſe and connected together, ſo as to be 
of uſe to each other: for want of this method, and 
a little coolneſs, I have often ſeen an almoſt ſure 
victory ſnatched. out of a player's hands, and a 
total overthrow enſue. But if, after all, you can- 
not penetrate ſo far as to win the game, never- 
theleſs, by obſerving theſe directions, I apprehend 
you may ſtill be very ſure of having a well - diſ- 
poſed game: and this brings me to the third part 
of the game, which is the concluſion. 
And now that I am come to the laſt period of 
the game, which abounds. alſo with ditficulties and 
5 niceties, it muſt be obſerved, when your pawns. 
mare ſtrongeſt, beſt connected together, and neareſt. 
to queen, you muſt likewiſe mind how your ad- 
” Wl verfary's pawns are diſpoſed, and in what degree 
of preferment they are, and compare theſe things 
together; and if you find you can get to queen 
"> Wl before him, you muſt proceed without heſitation; 
if not, you muſt hurry on with your king to pre- 
vent him: I ſpeak now, as ſuppoſing all the noble · 
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men are gone; if not, they are to attend your - 
- awns, and likewiſe to prevent your adverſary ; 
ad 2 Ls. and likewiſe te Pr ent yo ry. | 
ry rom going to queen. | | 
oh ; * 


ll General Rules, from Mr. Herre. 
e Do not be too much afraid of loſing a rook for 
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I an inferior piece: my reaſon is this; although a 
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rook is better than any other, except the queen, 


yet it ſeldom comes into play, ſo as to operate, 


until the-end of the game ; and therefore it hap- 
pens very often, that it is better to have a leſs good 
pies in play than a better outet. 

When you have moved a piece, ſo that your 


(for they 
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three pawns together are ſtrong ; but four, that 


make a ſquare, with the help of other pieces well 
managed, make an invincible ſtrength, and pro- 


bably, in time of need, may produce you a queen: 


on the other fide, two pawns, with an interval 


between, are no bettet than one; and if, impru- 
dently, you ſhould have'three over each other in a 


| line, 


7 


3 


_ Sv 


7 | \ 


N 


| CHESS. 85 
game cannot be in a, worſe ſituation. 


#2, 2 .* 


Ene, your 


Elamine this on the table, and the truth of it will 


frike you. © Your ufines therefore is, to keep 
your pawns cloſe cemented and connected toge- 


ther; and it muſt be great ſtrength on the other 
ſide that can overpower them. -— 


Wben a piece is ſo attacked as that you cannot 


Live it, give it up, and beſtow your thoughts hom 


to annoy your enemy in another place, Whilſt he 


is taking it; for it very often happens, that whilſt 
your adverſary is running madly after a piece, you 


either get a pawn or two, or ſuch a ſituation as 


ends in his deſtruction. 


- _ 
I TY. Y 


' Suppoſing your queen and another piece are 


eftacked at the fame time, and that by removing” 
your queen you muſt loſe your piece: in this caſey 
if you can get two pieces in exchange for your 


? 


ol 


han a piece; 'nay, rather than retire, I would give 


my queen for 4 piece, and a, pawn or two, nay, . 
almoſt fo 


* 


< 


parted for the ſtorm, if he that plays firſt is obliged, 


y the a of the 55 that defends, to retife, it 
e loſs of the game of the attacked 


generally ends int 


P * 


this 


— 


queen, I would adviſe you rather to do it than 
retire; for obſerve, it is the difference of three 
3 which is more than the worth of the queen; 
eſides that you keep your game entire, and pre- 
TOLL 14 *%s {* NC IES 7 . * 3 N 
ſerve your fituation, which very often is better 


for what I can get; for do but obſerve, 
amongſt good players, this one thing (to convince 
you this advice is not bad), that when the attack and 


Dio not aim at chan ing without reaſon; it is ſo 
far from being right, that a good player will take 
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defence is thoroughly formed, and every thing pre- 
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this advantage of it, that he will ſpoil your Gtua- 
tion and mend his own: but in theſe following 
caſes it is quite right; when you are ſtrongeſt, 
eſpecially by a piece, then every time you change, 
your advantage increaſes; this. is ſo plain it needs 


* 


no argument. Again, when you have played a 


piece, and hf adverſary oppoſes one to yon, 


change directly, for it is plain he wants to remove 
you; prevent him, therefore, and do not loſe the 

Every now and then I would have you caſt up 
your game, and make the balance, then take your 
meaſures accordingly. | 


+ 


member your king is a capital piece, and do not 
let him be idle; it is by his means, generally; you 
get the move and the victory.  _ 


- 


Obſerve this alſo, that as the queen, rook, and 


biſhop, operate at a diſtance, it is not always 
in your attack to have them near your 


adverfary's king; they do better at a diſtance, can- 
not be drove away, and prevent a ſtale- mate. : 

Wben you have a piece that you can take, and 
that cannot eſcape you, do not be in a hurry; ſee 


 neceſla 


| where you can make a good move elſewhere, and 


take it at your leiſure. . 
It is net always right to take your adverſary's 
dawn with your king, for very often it happens to 


a ſafeguard and protection to your king. 


When you can take a man with different pieces, 


do not de it with the firſt that occurs, but con- 


&der thoroughly with which you had beſt take it. | 


THE, 
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At the latter end of the game eſpecially, re- 


een nou none tH 
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0 THE GAME or vac Fl 
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3 
HIS e is played bye two perſons, 
4 T table divided go two parts, and 8 ö 
„ twenty-four lines, alternately black and white. g 
= Each perſon has alſo fifteen mew, the one ſet Sek 1 
- and the other ram | 5 | 
> e For arranging the Men, with Objerveti as 77 ; ö 
f FF you determine to play: into the right-hand: , Me 
table, you mult place two men upon the ace / 

5 point in your adverſary's table, five upon the ſix- 


Point in the oppoſite table; three upon the hve, or 
| cinque point in the hithermoſt table, and- five on 
| the fix-point in your own table. "Theſe men, in 
playing, are all to be bronght round into your 
own table, and the number of points you. are, to 

play each time is determined by the number throw | 

with a pair of dice. - 

The firſt beſt throw upon the dice is ads, as t 
fops the fix· point i in the onter table} and Echres 

the five or cinque - point in your oi, by Which , 
Four adverſiry cannot take his two men. from your 
ace-point, either with fours, 9 as, five, and 

four, ix and four, of fix and five. 3 


» WW 


The Laws of Bazk- g Ds 
you remove a man from an) y point, n meh 


| guſt be pled; ; the fare offi hs: done if two men 


Tal a man Is Sed upon a point and quitted, 
Tis not underſtood to be played. 1 
2 12 No 
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No penalty is attached to playin ng with fourteen 
men, becauſe, playing with a' leſſer numbef than 


you are entitled to is a diſadvantage, as you have 


not the additional man to make up your tables. 
If you bear any number of men before you 
have entered a man taken up, ſuch men ſo borne 
muſt be entered in your adverſary's tables, as well 
as the man taken up by him. 
If you miſtake a throw, and play it, and 

adverſary has alſo thrown, it caunot de altere but 
dy mutual agreement. 


Calculations iuftrating the di iferent Chance on the 


Dice. 


THE number of chances on two dice are thirty- 
Ax, as Follows: Fi LEE “ 


2 fixes . =» 1 8 and 3 twice - 2 
2 fives, or cinques 1 5p and 2 do. — 7 
2 fours, or quatres 1 ð and 1 do. — 2 
A threes, or trois 1 4 and 3 do. — 2 
2 twos, or deuces 1 4 and 2 do. 2 
| # ones, or aces 1 4 and do. 2 
5 and 5 twice 2 3 and 2 do. 2 
6 and 4 do 2 Z and 1 do. — 3 
VI 3 SMS - 2 
| Gand 2 do. NE gears — 
6 R ö Work IN Wal) 18 
e Tow of chances, 
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It mould be obſerved that for every Joublet you 
throw, Ih bringing ywur men into. your own table, 
you reckon double the number of 
1 you throw fixes, which are twelve points, 

play four- and- twenty, and in bearing the men, en- 
le the tbrower to bear four. 

Lou are entitled to throw eight points every 
e table will demonſtrate, | 


inks: 41 | 


you 


A aces | - = 5 and 3 twice 16 
2 deuces - 8 5 and 2 do. 14 
2 trois - 12 5 and 12 
2 quatres— 16 4 and 3 do. 14 
2 cinques 20 4 and 2 do. 12 
= fixes = 24 4 and - . 
G and 5 twice 22 3 ard 2 do. - 10 
Gand 4 da. 20 3 and 1 d ... 88 
5 and 3 do. * 2 and 1 do. 65 
ö 6 and 2 do. 9365 — 
6 and 1 do. _ 10 > ; 
5 and 18 oh 5 02 
2 Points 


5 "9a, 


may by | 290 
| 8 
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by the following table, the chance af FORM 
any certain die is demonſtrated. — Suppoſe vou 
want an ace, if is 25 to 11 againſt 25 turen 
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— Which deluded 
from Ss 


; | The odds of entering a man, upon 1, 2s 3, 4s | 
5 points, are as follows; Pr 

| | 8 
5 | for. agai aft for. againſt, 
upon x point is 11 twat) 4 tog. 
upon 2 points 20 16| 2] 5. 4 
updn 3 points 27 93 Ir. 
upon 4 points 32 4851 8 4 
upon 5 — 35 nd * 


To enter it 


3 


The odds of hitting, with any chance, i in the 
reach of a ele die, are as follows: 


| for. againſt. for. 1 
* 1 0 45 ſ4 tog- 
1 „ 
14 228% 3 | 
AJ 21 = & Jad | 
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follows: 
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Maxime for Learners. 


vv you play three up at back-gammon, your | 


rincipal view, in the firſt place, is, either to 
ſecure your own or your adverſary's cinque-point; 
when that is effected, you may play a puſhing 
game, and endeavour to gammon your adverſary. 
The next beſt point (after you have gained your 
_ cinque-point) is to make your barr-point, thereby 

reventing your adverſary's running with two faxes. 
After you have proceeded: thus far, you are, in 


the next place, to prefer the making your quatre- 


out in your own tables, rather than the quatre- 


: 4 > 


int out of them. fs 5 
Having gained theſe points, you have a fair 
chance. to. gammon your adyerſary, if he is very 
forward; for, ſuppoſe his tables are broke at home, 
it will be then your intereſt to open your barr- 
Point, and to oblige him to come out of your 


fables with a fix; and having your men ſpread, you 


not only may catch that man which your adver- 
fary brings out of your tables, but  yau:. will alſo 


; have a probability of taking up the man left in 
TOE nn OO Is 
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If you play | 
taken up of your adverſary's, makes it ſurer than 


point, and if your adverſary neglects to hit it, 
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your tables (upon ſuppoſition that he had two men 
— ps hin hy he ſhould have a blot at 
home, it will then be your intereſt not to make up 
your tables; becauſe, if he ſhould enter upon a 
blot, which you are to make for the purpoſe, you 
will have a. probability of getting a third man; 


+ 


which, if accompliſhed, will give you, at leaſt, 


four to one of the gammon; whereas, if you have 
only two of his men up, the odds are in his favour 
that you do not 2 him. 

or a hit only, one or two men 


a greater number, provided that your tables are 
made up. N 


* 


When you carry your men home, in order to 


loſe no point, you are to carry the moſt diſtant 
man to your adverſary's barr- point, that being the 
firſt ſtage you are to place it on; the next ſtage is 


fix points farther, viz. in the place where your 


adverſary's five men are firſt placed out of his ta- 
bles; the next ſtage is upon the fixth point in your 
tables. This method is to be purſued till your 


men are brought home, except two, when .by 


loſing a point, you may often ſave your gammon, 
by putting it in the power of two fives, or two 
fours, to ſave it. EONS, 17 

If you play to win a hit only, you are to endea- 
vour, to gain either your own or your adverſary's 


cinque-point; and if that fails, by yaur being hit 
by your adverſary, and you find that he is for- 


warder than you, in that caſe you muſt throw 


more men into his tables. The manner of doing. 


it is thus: put a man upon your cinque or barr- 


you 


ADS F. Z „ 
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e; but if he hits you, you muſt play for 
a back game; and then the greater number bf men 
which are taken up makes your game the better, 


may then gain a forward game, inſtead of a 
back gam 


becauſe you will, by that means, preſerve 2 game 


at home; and you muſt then always endeavour to 


n both Four adverſary's ace and trois- point, 


or his ace and deuce· points, and take care to keep 


three men upon his ace- point, that if you chance 


to hit him from thence, that Point may remain 
{ill fecure to you. 

At the beginning of a ſet do not. play for a back 
game, becauſe by ſo doing den would play to 
great diſadvautage, running t riſk of a Pore 
to'v win a 1 hit. 


* 


Rol Es for playing the different Chances of the Dice, 
at the Commencement of tlie 9 for a Gen- 
MON, or for 4 Hur. 


TWO aces, to be played on your cinque-point 
and barr-point,, for a gammon or fora a. 
Two fixes, to be played on your adverfary's 
barr-point, and on your own barr-point, for a 
gammon, or for a hit. 

Two trois, two to be played on your einque: 
point, and the other two on your trois-point in 
your own tables, for a gammon only. 


+Two deuces, to be played on your quatre : 


point in your own tables, and two to be brought 
over from the five men placed! in your adverſary” 5 
tables, for a gammon only. 


J To fours, to be brought over from the five 
men 


0 
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men placed i in your adverſary's tables, and to be 
Put upon the cinque-point in your own, tables, for a 
gammon only. 

Two fives, to be brought over from the five 
men placed in your adverſary's tables, and to be 
Put upon the trois: point in your own tables, fora 
Sammon, or i of & 

Seiꝛe · ace, you are to take your bare: -point, for 
a gammon, or for a hit. 

; _. uw dence, a man to be brought from the five 
OM ag in your adverſary's tables, and to be 
on the cinque-point in your own tables, for 

mon, or for a hit. 

"ix and three, a man to be brought from your 
ew was s ace-point, as far as he will go, fora 
gammon, or for a hit. 

Six and four, a man to de brought from your 
adverſary's ace-point, as far as he will go, fora 
gammon, or for a hit. 

Six and five, a man to be carried from your 


z dverſary's ace · point, as far as he can go, for a 
gammon, or for a hit. 


Cinque and quatre, a man to be carried from 


your adverſary's ace- point, as far as he can gu, fur 


a gammon, or for a hit. 


 Cinque-trois, to make the trois- point in your 


table, or a gammon, or for a hit. 

Cinque deuce, to play two men from the five 
placed in your adverſary's tables, for a gammon, 
or for a hit. 

„Cinque - ace, to bring one man from the five 
placed in your adverſary's tables for the cinque, 
and to play one man down on the cinque-point in 
your gun tables for the ace, for a gammou only. 

| Quatre- 


1 


2 Rod. 


* 
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Quatre-trois, two men to be brought from the 
five placed in your adverſary” 8 tables, for a gam- 
mon, or for a hit. 

Quatre-denice, to make the quatre-point in your 
own tables, for a gammon, or for a hit. 

+Quatre-ace, to play a man from the five placed 
in your adverſary's tables for the quatre, and for 
the ace to play a man down upon the cinque-point 
in your own tables, fora' gammon only. 

rois-deuce, two men to be brought from the 


five placed in your adverſary* s table, for a * 


onl 
Res eee to make the cinque · point in your 
own tables, for a gammon, or for a hit. 
*Deuce-ace, to play one man from the five men 
placed in your adverſary's tables for the deuce; 
and for the ace, to play a man down upon the 
TP in your own tables, Tor a gammon * 
* | 


„ 


Roxx * Playing the Chance marked ( * when 
For a Hir only. } 


*TWO trois, two of them are to be vets on 
your cinque-point in your own tables, and with 
the other two you are to take the yo point in 
your adverſary's tables. WS” 

-+Two deyces, two of them are to be played oe” . 
your quatre-point in your own tables, and with the 
other two you ate to take the trois-point in your 
adverſary's tables. 

The two foregoing caſes are to be played. in this 
manner, for this reaſon, viz. that thereby ar 

avo 
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avoid being mut up in your adverſary' 5 tables, and 


have the chance of throwing high doublets, to win 
the hit. | 

*T'wo fours, two of them are to take your 44. 
verſary's cinque- point in his tables: and for the 


other two, two men are to be brought from the 


five placed in your adverſary's tables. 
*. Cinque-ace, play the cinque from the five 


men placed in your adverſary's tables, and play the 


ace from your adverfary's ace- point. 


9. Quatre-ace, play the quatre from the five 


men placed in your adverſary's tables, and play 
the ace from the men on your adverſary's ace- 
point. 111 

. Deuce-ace, play the deuce from tbe five 
men placed in your adverſary! s tables, and play 
the ace from your adverſary's ace · point. 

Vi. B. The three laſt chances are played in this 
manner, for the following reaſon :—by laying an 
ace down in your * s tables, you have a 
probability of throwing deuce · ace, trois-deuce, _ 


quatre · trois, or ' ſeize-cinquez in two or three 


throws; in any of which caſes you are to take a 
* which gives you vaſtly the better of the hit. 


Von may obſerve, by the directions given in 
chapter, that yon are to play nine chances out”. 
of the thirty-ſix'in a different manner, for a ſingle 
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- Particular Theron for pleyng with Ozenn- 
855 5 ATIONS. 


BY the directions to phy for-a gammon, 
you are voluntarily to make ſome blots, the odds 
being in your favour that they are not hit; but 
ſhould it fo happen that any blot is hit, as in this 
cafe you will have three men in your adverſary's 
tables, you muſt then . endeavour. to ſecure your 
adverſary's cinque, quatre, or Trois- point, to pre- 
vent a gammon, and muſt be very cautious o. 
you ſuffer your adverſary to take up a fourth man. 
Take care not to crowd your game at any time; - 
if poſſible,” What is meant by crowding a ame, 
is the putting many men either upon your troĩs or 
deuce- point in your own tables; which is, in 
effect, -loling; of thoſe men by not having 8 them i in 
| 


Beſides, by. crowding your game, to -Attrgpt- to 


ſave, a gammon, you are often gammoned:; be- 


cauſe, when your adverſary. finds your game gpen, 
by being crowded in your own tables, he ma at 
va play his game as he thinks fit. 

y recourſe · had to the calculations, v en, 
133 what ate the odds of your entering a 


THE, upon any certain number of points, and . "= 


eans you may play your game-accordingly. 
175 ou are obliged to leave a blot, by: pa. 


had — the calculations for hitting it, you wil. find 
the chances for and againſt you, and cones ently: 
vou will be enabled to judge how a: * 
game to the greateſt * 2 87 
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You will alſo find by the calculations the odds 


for and againſt you, upon being hit by double dice, 
and conſequently you will have it in your power to 


chooſe ſuch a method of play as is moſt to your 
advantage. ; | 
If it is neceſſary to make a run, in order to win 
a hit, and you would know to a point which 1s 
lowing method : | 
— Begin with reckoning how many points you muſt 
have to bring home to your ſeize-point in your 
own tables the man that is at the greateſt diſtance 


forwardeſt, your adverſary, or you, take the fol- 


from it, and do the like by every other man that is 


abroad; when the numbers of thoſe abſentees are 
ſummed up, add to them the following numbers 
for thoſe already on your own tables (ſuppoſing 
the men that were abroad as on your ſeize-point 
for bearing), namely, fix for every man- on the 


ſeize-point, five for every man on the cinque- point, 


four for every man on the quatre-point, three for 
yrs Hig wh on the trois-point, two for every man 
on the deuce-point, and one for every man on 


your ace-point. Do the like to your adverſary's 


game, and then you will know which of you is for- 
wardeſt, and likelieſt to win the hit. 


If your adverſary is greatly before you, never 
play a man ffom your quatre, trois, or deuce- 
points, in order to bear that man frem the point 


where you put it, becauſe that nothing but high 
doublets can give vou any chance for the hit: 
therefore, inſtead: of playing an acę or a deuce from 
any of the aforeſaid points, always play them from 


your ſeize or higheſt point: by which means you 


9 6 „ 


tables, take care, if it is in your power, rather to 
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will find, that throwing two fives, or two fours, 
e 


d your ſeize and cinque- 


will, upon having ea 


pointh de of; great advantage to you: whereas, 
a 


d your ſeize-point remained loaded, you muſt, 


perhaps, be obliged to play at length thoſe fives 


2007 mk... . oe 
Whenever you have taken up two of your ad- 

verſary*s men, and that you happen to have two, 

three, or more points made in your own tables, 


never fail ſpreading your men, in order either. to 


take a new point in your tables, or to be ready to 
hit the man your adverſary may happen to enter. 
As ſoon as he enters one of his men, 72 are to 
compare his game with yours; and, if you find 
your game equal to his, or better, never fail taking- 

is man up if you can, becauſe it is 25 to 11 
againſt his hitting you; which chance being ſo 
much in your favour, you ought always to run 
that riſque, when you have already two of his 


men up. 


There is this exception to this rule, that if you 


play for a ſingle. hit only, and that your playing 


that throw otherwiſe gives you a better chance for 
the hit, you ought not to xl up that man. | 
Never be deterred from taking up any one man 
of your adverfary's by the apprehenſion of bis 
hitting you with double dice, becauſe the faireſt 
probability. your adverſary has of hitting you, ts 


5 to 1 againſt him, 


If you ſhould. happen to have five points in your 
tables, and to have taken up one of your adverſary's 


men, and are obliged to leave a blot out of your 


K2 leave 
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leave it upon doublets, than apy other chance, 
'becauſe doublets are 3 5 to 1 againſt his hitting you, 


and any other chance is but t7 to 1 againſt him. 
Two of your adverſary's men in your tables are 
better, for a hit, than any greater number, ,pro- 


vided your game is forwardeſt ; becauſe his having 


three or: more men in your tables, gives him mote 


. . 

If you are to leave a blot upon your entering of 
A man upon your adverſary's tables, or otherwiſe, 
and have it in your choice to leave it upon what 
point you pleaſe, always chuſe that which is the 
moſt diſadvantageous to him. To illuſtrate this 
by an example, let us ſuppoſe it is his intereſt to hit 
yon, or take you up as foon as you enter, in that 
caſe you are to leave the blot upon his loweſt 
Point ; that is to ſay, upon his deuce-point, rather 
'than upon his trois-point, or upon his- trois-point 
preferably to his quatre- point, or_ upon his quatre- 
point preferably to his cinque-point; becauſe (as 
has been mentioned before) all the men your ad- 


chances to hit you, than if he had only two.men 


verſary plays upon his trois or his deuce-points are 
deemed as loſt, being in a great meaſure out of 
play, thoſe men not having it- in their power to 
make his cinque-point,. and conſequently his game 
will be crowded there and open elſewhere, whereby 
you will be able alſo much to annoy him. | 

To prevent your brace from bearing his men 
to the. greateſt adyantage, when. you afe running 


to ſave your gammon; as for inſtance, ſuppoſe 


you ſhould have two men upon his ace- point, anc 
W other, wen ahrogd, tough you Weid e 
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one point or two in putting your men into your 


3 it is your intereſt to leave a man upon 
yaur adverſary's ace · point; which will have this 
conſequence, that it will prevent his bearing his 
men to his greateſt advantage, and will alſo give 
you the chance of his making a blot, which you 
may chance to hit. But if, upon a calculation, 


you find that you have a throw, or a probability of 


ſaving your gammon, never wait for a blot, he- 


cauſe the odds are greatly againſt hitting it. 


Canes, put by way of Example, flowing" how to 


calculate the Odds of ſaving or winning a Gammon. 


I. SUPPOSE your tables are made up, and 


that you have taken up one of your adverſary's 
men; and ſuppoſe your adverſary has ſo many men 
ee, as require three throws to put them in his 
W 5 0 | 
Quere. Whether you have the better of a gam- 
mon or not? TN | Is 


Aꝛſſtwer. It is about an equal wager that you 


gammon him. | 
Becauſe, in all probability, you will have borne 


two men before you. open your tables, and when 
vou bear the third man, you will be obliged to 


open your ſeize or cinque-point; in that cafe it is 
probable that your adverſary muſt take two 


throws before he enters his man in your tables, and N 


two throws more before he puts that man into his 


own tables the men which he has abroad, which = 
| 0 + | 


( 


i ' 


4 
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all make. ſeven throws: and as you have twelve 

wen to bear, theſe probably will take ſeveti throws 
bearing, becauſe you may twice be obliged © to 

rhake AN, ACE, or a deuce, before you can bear all 


j | 
' IKE : 11. 22 41 Ls 


"your men. 
N. B. No mention is made of doublets of either 


de, that event being equal to each 
1 The foregoing e being 15 ee to, 
"ſhows. it Is in your power to calcu ate very nearly 
the odds of faving | or ene a gammon Apo 
moſt occaſions. 


II. Suppoſe I have three x men upon my adver- 
ſary's ace-point, and five points in my tables, and 


that my adverſary has all his men in his tables, 
arg pen each of his five higheſt po pints : $'+ 
Quere. Whether the N is for bis gam- 


moni me, or not? | 
32 pr Ai Oy ENS Points. 


For In bearing 3 men DONE his 6 point, is 18 
from his 5 point, — 15 

| r 5 43 TO Rn, oe 12 
| % Fan ile Fr. 9 
De from his 2 point, — | 


= | „Total * 
To 1570 my. 3 men from my PI ok s ace- 


point to my ſeize- point in es. Yo 
for each 15 Pon F in A a 50 N OR, 


* 


en as, | ene the 1 points in) 2 
there is a furt her e to — Added 


5 
) 
\ 


1 Fu fe T tro blots, either of which 
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. he do WO do ww a hg OR 
which is, that your ,adyerſa ma e:or---* 
"Frodlers in Bela, 4e ts Tequenty the 1 * g 

"Tee by this —— 1 ny you have greatly he 'F 

better © of the A of f. aving your: unn. | 

Ds PT! $ caſe © is ſuppoſed up equality of | 


© carinot be To but by two double dice: ch hit the 
ore, hat 93 { tnuſt be © FE, and to it the other 
it muſt be fine; by which means my adverſary 
bas only one die to hit either-of them. - 
Gee. What: Are, the dad of his —_— either 
of thee blots ?: 


Ih e The chances on two dice Are in * 36 


— * ** ” 
* 


as 1 5 6. and 2 wh. 254 #* 

oy 'G NT * 
wk row, 5 '2 debe, i ——— 1 
© oof fours, 3 —_— 51 
rie chances t 1 1 —8 — as die! 2 
| ut are, 25 Df? SET 2 
i M 
„„ Total egen 05 it 11 
* OT Po rs ef for not. ing, 555 25 


So that i t is; to att t he will not kit 1 
of thoſe . 35 | thy 4 

RE 1, To give another example, ler vs ſupp oſe 
that I leave two other blots than the for er. which 


2 be hit but by double dice, the one e * 


hi wet el gbt, and the ak ſeven. . 
What are the ny 
ring Ter "a bel ws frag 
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2 . Reg chances on two o dice. are in all 35 


be e chances to | — 
5 wer- ; r 
* . 4 and 3 twice, —— 


. Total chances for pining, = 
ii Remain for not hitting, 


© Therefore it is two to one that I am not hit. 
The like method is to be taken with three, four, 
e e blots u pon double dice; ; or with blots _ 

upon double and fingle dice at the fame time; 
"are, then only to And out (by the Anble & 36 
chances) how many there are to hit any of "thoſe 
blots, and add them together in one ſum, which ſub. 
tract rom the number 36, 1 is the whole of 


wet « 


. of — 97 e of the like nature.” 2 2 
I would know what are the odds of towing 7 
twice, before 10 once? 

* It is 5 to 4 that 10 is thrown nce 'be- 


fore 7 is thrown twice, which is. demanſt ated as 


follows: 

Suppoſe the ſtake d add nine pounds, m 
.firſt throw entitles me Dan third part of be 
8 becauſe — * 


1 ELEY 


35 


vo | 


_—_ 


2 0 


8 Q DB „ 


A 
8 {| 


rn _ Da CR. | 


ar man upon, any certain 1 oint in two throw: 
1 


m T am entitled to 11 out of the. 36 thit 


lings, | 4 0 
[2 Ihe ſtake is 2 | As bs 
0 For the firſt . At of 
Remains os 25 38 
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has but three chances, and therefore it is two to 


one. 


3 T 1 
8 > 4. wo „ 5 


For the firſt 8 N — 3558 9.09 


Having taken 37. out of the 90. for the ms: { 
; firſt throw «the remainder is 67, out 'bf © 
which a third pact. is to be taken, for the 
ſecond throw... 1 0 


The total i is 85 0 © 
„ Remains — 4 0 


2 1 The whole ſtake 9 0 * 


8. 


K 


VI. I would 15555 what are «ihe odds of. uy 


Anſwer. Suppoſe” 36 illings i is the whole ſtake 
depending, I would know what 1 is m ſhare of that 
ſtake, having laid 18 ſhilling: that enter in two 
throws? By the calculations in the table of 3 
chances, it. is found that I have 11 chances 
the 36 for entering the firſt . for Mo, 


The render + being” 25 titties" is to. > ol 
be divided into 36 equal parts, of N 
which'l I. am e to eren ff LE 2 
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parts which makes 77. 73d. for the 5. 4. 
3 d throw, —ü— F— — 17 7 
Adding this to the other 11 ſhillings, . 
makes my ſhare of the ſtake to be 18 7} 
Then my adverſaryis ſhare will be 17 4 
„„ Total of the ſtake, 36 o 


Therefore it is very nearly 15 to 14 in favour 
of entering -a man upon any certain point in two 
. r 


„„ es Caſe for a back Gans. 
I. Let us ſuppoſe 4 plays the fore game, and 

that all his mea are placed in the uſual manner. 

For B's game let us ſuppoſe, that 14 of his men 


are placed upon his adverſary's ace-point, and 1 


man upon his adverſary's deuce-point, and that B 
on, Oo To a Or 
Quere. Which game is likelieſt to win the hit? 
© Anſwer. Ass is tlie beſt by gold to ſilver, or 2 1 for 
to 20 apain/?t; becauſe, if B miſſes an ace to take 
his adverſary's deuce-point, which is as to 11 


_ againſt him, is, in that cafe, to take up B's men | 


in his tables, either ſingly, or to make points; and 
if B ſecures either A's deuce or ttois-point, in that 
caſe A is to lay as many men down as poſſible, in 
order to be hit, that thereby he may get a back 
6 do ws onto, an 
, When you are pretty well verſed in the gamę of 
back-gammon, by practiſing this back game, = 
Pod why 3 a 0 255 wil 


- 


4. by any other method, becauſe it clearly demon · 
7 71 ſtrates the whole power of the back game.. 


ang II. Back game. Let us ſuppoſe A to have 1 


men placed upon his ſeize · point, five men upon 


his 8 and five men upon his deuùce · 
point, all in his own tables. | | 
And let us ſuppoſe B to have three men placed 
—— Eupon 4's ace-point, three men upon A's trois. 
| © point, and three men upon A's cinque-point; let 
8 alſo have three men upon his ſeize-point in his 
vour ¶ own tables, and three men placed out of | his tables, 
two in the uſual manner, 


Quere. Who has the better of the hit? 
Anſwer, It is an equal game; but, to play it 


and Bl the firſt place, to endeavour to gain his cinque and 
quatre-points in his own tables; and, when that 
men is effected, he is to play two men from A's cinque- 
1d 1 point; in order to oblige his adverſary to blot, by 


the faireſt probability of winning the hit. 


own tables, and three men upon his uſual point 


nen out of his tables, and three men where his five | 


and men are uſvally placed in his adverſary's tables. 


that And let us ſuppoſe B has his men placed in the | 


in fame mafiner,. both in his own and his adverſary's 


ack tables, with this difference only, uiz. inſtead of 


having three men put upon As deuce · point, let 
of . upon As trois- point. 


ou Quere. Who has the beſt of the hit? 
1 | EP Aus 
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will become a greater proficient in the game than 


critically, the difficulty lies npon 5, who is, in 


throwing an ace, which, if B hits, be will have: 


III. Back, game. Suppoſe 4 has three men 
upon 's ace- point, and three men upon B's deuce- 
point, alſo three men upon his ſeize-point in bis 


Len 
— — 2 2 > — 


E 
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Aulaver. 4. becauſe the ace. and't trois. points, are 

not ſo good for a hit, as the ace and deuce · points | 

in your adverſaty's tables, for this reaſon ; becauſe, 

when. you. are. bearing your men, you have the 

deuce-point-1 in your own tables to play your men 

upon, which often prevents: your making a blot, 

which muſt. happen otherwiſe -to your adverſary; ; 

and take care to lay down men to be hit as often 

à you can, in order to keep your game back- 

ward; and, for the ſame reaſon, avoid We 
blots which your adverſary makes. 


| IV. Ava Cafe of Curiofty and Iofiruttior. 


Let us ſuppoſe A has his 15 men upon. B's ace- 
2 Bis uppoſed to have his barr-point, alſo 
is ſeize, une nA . and dei pon in his 
own tables - 
Qeere, How many throws: is A likely: to take to 
—_ his rg men into his dun tables; n to bear 
tbem? 
Aofwer. You may undertake to'do i it in \ſeventy=- 
ber throws. 5 60 Ms 
_Itiis"odds"in 27e favout! that he throws an ace | 
ii tuo throws? it is alſo odds in 2's favour that” il 
he: throws a ſix in two throws; when theſe events a 
"Wh A has 'n probability of not wanting above 9 
two or three throws" to play till he has got alt his Ui 
fifeen': men into his own tibles: therefore, by a er 
the 


former rule laid down to- bring your men home, 
and alſo fur bearing your men, you : may be able to 
figd out the probab ih of the” namber of throws 
RE. M S Þ inns thy FORT —_— 


& * 
2 3 v4 Ls > 1:30 oy + 


bs i 5 - o 
5 * Og on « 2 „ 3 8 
4 I. 


v. 1 
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0 er . Caſe of Carioft 4 lein, 4 N 
Where A and H ſhall play as faſt as uſualy and 
2 # ſhall make the hit laſt, probably, for many 


We will foppoſe B'to have borne: 13 men, and 

that A has taken up the two remaining men. 
And let us ſuppoſe” that A has 15 men in Ss 
k- tables, viz." three men upon his ſeize-point, theey 
ny upon his cinque point, three upon 8 
point, three upon his trois-paint, two upon hig 
deuce · point, and one upon his ace · point. 

The method which A is to take, is this: let him 
bring his 15 men home, by always ſecuring fix 
o cloſe points, till B has entered his two men, and 
15 brought them upon any certain point; as ſoon- as 
: B has gained: that point, A niuſt open an ace, 
M deuce, or trois, or all three; which effected, 
* hits one of them, and A, raking care to have two 

or three men in B's tables s ready to hit that 
man; and alſo, he being affared of taking up the 
other man, has it in his power to prolong! the hiv 
to almoſt any length, provided he takes care not 
to open ſuch points as two fours, two fives, of 
two fixes, but always to open the ace, deuce, of 
trois-points, for to hit them. 
1 3 know whar are tho odds vpon two 
dice, for thaqwing two fixes, two fivet or two 
| fours, in chren throws? | 
p Anſwer. 36 ſhillings She: + 
8 the ſtake; depending, the thrower will be 5. d. 
. entitled to have for his firſt throw 3 @_ 
Which deducted out of 36, remains 33; 
5 which divided again into 1 parts, make ſo ; 
* many 
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many elevenpences, out of which the 
thrower is to have morn] for his ſecond 6. 
en nn Fx th." 

The remainder, 30 billings and; thao: 15 
Pener, is again to be divided into 36 part 
dividing the 30 ſhillings ſo, make ſo man 
tenpences, and the threepence divided into 
ſo many parts, make ſo many thirds of e ba 
things, of which the thrower is to harre 
three parts for 2 are ng his third 


throw e 2 67 
i | Tod for th thrower, 89 — 


np 1D, pt 9179 — 
1 " . x * 4 - - 


1 180 chat it i is OR -82.. to Ss. 3s A coſt the 
thrower; which, reduced into the ſmalleſt num- 
ber, is very nearly as 10 to 3, that two fixes, two 
fives, or two fours, are 285 ee. in vo 
os | 61 ; 

VII. --Back. game. Supp a 4 to ive deo men 


"pon his. ſeize- poiut i in Rh own tables, three men 


upon his uſual point out of his tables, two men 

n the point where his five men are: uſually 
3 ced in his adveriary's tables, five men upon his 
e ace- point, aud three men 9 his 
adverſary's quatre · point. 


And let us ſuppoſe B to "ks two men upon 


his ſeize-point i in his own tables, three men upon 
his uſual point out of his tables, two. men upon 
the point: where his five: men are uſually placed in 
his adverſary's tables, five men upon his adver- 
fary's ace point, and three men 505 bie We ef 8 
Toms int, wars ID 4. 

: | : 13 | And 


Sar : | wry 


© A, 


N 


e 


* 6 pm tw — * 


the hit; and the dice are to 
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And let us ſuppoſe B te have two men upon 
his ſeize- point in his own tables, three men upon 
his uſual point out of his tables, two men 15 
the point where kis five men are uſually placed in 


his adverſary's tables, five men upon his adver- 


ſary's ace - point, and three nnen upon his.adverſary's 
trois- point. ä ay 


; ft EX 1 f 


Ayxſiver. A has, becauſe he is to play either an 
ace or a deuce, from his adverſary's ace-point, in 
order to make both theſe points as occaſion offers, 
and having the quatre-point in his adverſary's ta- 
bles, he may more eaſily bring thoſe men away, 
if he finds it neceſſary, and he will alſo have a 
reſting place by the conveniency of that point, 
which at all times in the game will give him: an 
opportunity of running for the hit, or ſtaying, if 
he thinks proper; whereas I cannot ſo readily come 
from the trois-point in his adverſary's tables. 
I. Let us ſuppoſe A and B place their men in 


the following manner for a hit. 


. Suppoſe 4 to have three men upon his ſeize- 
point in his own tables, three men upon his uſual 


point out of his tables, and nine men upon his 


adverſary's ace, deuce, and trois- points, three men 
to be placed upon each point; and ſuppoſe. B's ' 
men to be placed in his own, and in his adver- 


ſary's tables, in the ſame order and manner. 


The reſult is, that the beſt 3 win 
e thromn for, the 
ſituation. being perfectly equal in As and B's 


N IL 2 4 1 4 55 1 


8 


{ 
! 


- — —— 


FP EEE 


a7 
a 


2 — — — — 
i * 
5 e 


Anꝛſwer. B calls for 
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-Tf * firſt, let him endeavour to gain his 
adveriary s einque- point; when that is effected, 
Jet him lay as many blots as poſſible, to tempt 8 
£0 hit him; for every time that B hits them will be 
in 4's favour, becauſe it puts him backward; and 
det A take up none of B's men dor the ame 
reaſon, 

A is always to . to take care to ave 


three men upon, each of his adverſary's ace and 


deuce-points ; becauſe when: B makes à blot, theſe 
points will remain, ſecure, and by recourſe 'bad to 

à former Caſe (Numb. V. p. 109), when A has 
. five, ſix, or more 0 yet 4 may ſecure 
fx cloſe points out of his tables, in order 2 


vent B from getting his man home: and, by re- 


courſe had to the — he may eafily find 
out (in caſe he makes up his tables) who has the 
better of the hit; and i 
Wardeſt, he is then to endeavour to lay ſuch blots 
to be taken up by his adverſary, as may give him 
chance 8 in caſe 5 
. ſhould happen to have a blot at 


>. Thoſe who play the ae game. well ma | 
| beranked in the firſt claſs. , 


II. A cafe of curigſty. 4 and 8B Wan. 
gammon; A has borne 13 men, and has two men 


to bear upon his deuce-point ; B has-13 men in his 
{| own tables, with two men to enter. J is to throw, 
and to mame the throws both for himſelf and a 


but not to hit a blot of either ſide... 
Quere. What throw is B to name for both per- 
ties, in order to fave his gammon? 
imſelf two aces, which 
enters his two men upon A's ace - point. B _ 
calls 


he finds that B is for- 


Sees 


6% 


lr next throw You nther 
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calls two :aces for A, and conſequently > canal 
either bear a man, nor play one; then B calls 
for two mixes for ni and carries one man 
home upon his ſeize-point i in his own tables, and 
the other he places upon his adverſary's barr-point; 
B alſo calls ſeize-ace for A, fo that A has one man 
left to bear, and then B calls' for himſelf either 
two ſixes, two fives, or two fours,” any of which 


dear a man, in caſe he has men in his tables upon 


thoſe points, and to ſave his gammon. _ 

IH. The following queſtion is to be. attended | 
to, as being critical and inſtructive. 
Suppoſe that both yours and your eee, 
tables are made up. 


Alſo that you have one man to. carry home, bur: 
| that he has two men on your barr- point to carry 
home, which lie in wait to catch your man, and 


that if you paſs him you are to win the hit: up- 
poſe, alſo, that you ewe it in your choice to run 
the nk: of being hit, by ſeven or by eight, den 
af which are chances upun double dice. 

Quere. Which of theſe chances is it beſt: r. 


you to venture? 


Anſwer. That of 5, For the following logs: a 
Fin, Becauſe that the chances of being bit by 

„ are equal. 
Secondly, If he does not hit N on will en 
have in your favour 23 chances to 1% that by 
ö FA bearer pale beyond 


N In caſe your 5800 throw ſhould hap-- 

pen to be under ſeven, and that conſe II 
Oy kit 9 85 FE Laps oh. 46 

Is 2 e . 


2 Y > ö 4A 4 
. + BF — 
41 
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Rege deen leave the lorupen dow br 
. Wbereas, if, on the e contrary, you: had made 7 
23 of leaving. the blot upon eight, you would tw 
wen made a bad choice, for for the USE: follows -J 


3 %. 


Fir, Becauſe'the eee of being hit by feren 2 


45 by eight are only equal. Cad: &; nu: 
. Secondly, Becauſc'if you mould eſcape 0 a 
-* hit by eight,.. yet vu would chen have but 17 wh 
, © bbances in your favour, againſt 19 for either hit- up 
ting bim, or Lg 1 _ by: your: next in 


3 A In ae” your fond threads ſhould: haps 
2 leize-ace, which is ſhort of him, you 
eee lay the man that is out 
A uf tables not being 3 to phy the ſix at 
5 ag cor a) . bo leave a biot 0 be — 
* Angle (or flat) die; which event upon 

W- © ofitian: that you ou play: for 18 fhillidgs- a game 
would entitle him 0 11 amen. mrs 0 . e ale 
Wi N ee ee e 
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II. The table being — placed, 1 number 
the white ſquares in order from t to 32. 
III. The black pieces are placed upon the firſt 
1 8 in all the following 
he letters N, C, E, I. af the head of each 
= ſtand for Wombers Colour,” From, Jo.. 
V. For the playing of apy move required, "the 
numbers may be wrote upon the board itſelf, nes 
a corner of each ſquare, ſo as to be'eafily en 
when the men are-placed; or a table may be i 8 


upon or card, and the ſquares numbered as 
in the following figure, and ſuch a table: _ JE a 
ready ea? to any move directed. Wa 


- 3 * * . — 5 2 
: A ae te nfs Y hs 0 „ 8 & 5 5 r 
w „ * FR 9 1 F ; a 
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CRITICAL SITUATIONS 10 DRAW © 
GAMES... J.. 


_ . b * — 7 =” 


"Ra S1TV ATION. ee 


oN No. 3, 4 black kings; on No. > 65a vin 
king: and W 


.W; 1571 in; ED 8 _ Ww 15 * hs 
8 2 Sscons sirvarion- | 


8 9 « black king ; T a white 
ag and white to move. | 


who Ban” W 1914. 3 g . 


ZN 14,10 Be 85 . 6 
"one SrTuaTION.. nes 
No. V 4, 12, black Nos ; 19, 115 white kings : 


and black to move. 5 | 


I B's, w i 


3 a 4 
. — * F 


— — recen Ber 8 
5 weren 
N 


Nd I 3 a a black nan, 1 x 
23, w] te Kings: and lac ee 6 WM 
B An, W 23.26 2 15620 | = ITY x 

1 2h $4 25,22 B 19,14 W456, 30 ap 
B 1% Was Brig we" WW 
. Firn hen tiinn, . 9 90 We þ 

No. 18, 9, black kings, 28 a black man; 27, . ds 

3, white kings; and _— to play. . 2 W 
2 


' 


* 


W 27,24 


* 
* 
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w 27,24 | 17 18,156 W 20 B 15711 
W 3084 3 19,3 W [$4430 c. 5 


ay OE” 


Sixrs 817 varie u. 


No. : 27, a black man; 2 23 26. bac ck king; ; 
dg a bl 3% 32, * e and black 
to move. 75 J 9 

B 24,28 W 31327 7B 4815 „ 27,31 
B 1994... Wo 32,27 B 24,20, \ _ W 2 277 32 


B 225,1 W 3127 B 18 8 3 W. 2345 | 
B ow 55 ES &. 

» 8 . —— 40 oy vl 9 125 M 
v.53 IF, 9% et! i 3 4 t 


cxury ICAL s17UaTIoNS'To n WIN I 


EY N N ITIEE N41 bn 
SUE Fixs v SITUATION. !., 6.3. 0) 1 
"Na! 2¹ 4 black mat; b bet g, 2 26, 
275 white N and wes to: move! 85 n 
25.29 „ Wi B» 29,27 w 2 
529 . . | * 21,23 VE; 7292 
93 * N 114 VI 5 | 9071 31 
RET Wo Srdens smrvafrow, 1 


Ns. ts black kin 10, 17, Þ 1 ; 
a white man: and to play: : 0 Tp: 5 


Og” DRAUGHTS. 


| 2, 6. * 15515 x 3 | "oh 9 


9, 6 1 4 10,14 . 6, 9 


t do d d t 


Tulap SITUATION. 


5 18. 55 2, black kings; 3 a black man; 95 10, 
i white kings; 12 a white man: and black to play. 


VVV 
2, 5 W. 19,144 53 6, 2 
ty 5 9. 8 — B 6, 1 


mon. 


by 


7  Fovnrn Stevan. 5 


12 
1 


9,13 W 18,22 B 13, 9 
„ of * 19,74 „ 


vt. 
by 


W 


W 
W 


o 
* 


1 


14, 9 
4 1 6 


„ Wart, 75 7 3:10 OED 'S 


g; 21 a white man; Y 5 10, 
to move, may win. 


* 
- «x 
F by 
p A —— 


> ti 


x 


bs we 


_—_— 


do by de by by de vs boy 


mw ma 


8. 


Ty nenn 
$ . 1 V 5, 25 B 10,15 Ws 21,17 

* Bags 'W 179,13 B 10,8 W gag 

17 5 . 14,17 IF 15.10 17,22 

13 W 22, B 85 25,4 

9 W 22,25 B 6, 10 W 25,30 

* B 01 W 30,25 2 15,18 „ 

- | Froxu bn 5 

„ Ne. : « white king; 30 4 white man; 9, 10, 

V. black kings; and black ding: to play, may Lia. * 

5 „% J „ B „ W 5, 9 

9 * 5 8 W 90,3 B 10,14 W 13,9 

E 3 13, 6 9, 6 B 18,15 W 30, 25 

9 | B 1c,18 W 25,21 . B 55 1 W 6, 9 
2 „ n Wh: 
B 6g. a 

5: B 22,18 % 1,6 3 1c 0 np 

o, B 15. 100 W i, 3 , W 6, 1, 

EEC 1 

127 Now black has the fourth e and muſt - 

2 conſequently win.” | | 

0 Ee ah Sexru Srruarion. ee: 100 th 

4 No. 122; 27, white kings; 18 enn 977 

oO - I 2 black king; 20, 21, black men; and white being... 


* . _ fd SN 


. W. 22,17 | B 1 W 1 % * 4 $ 21,25 i 
. WW 10,15 ÞB 25530 W 15,29. B 30, 5 
27,33 B s W 19,24 B 20,27 

I e 
* 2 SEVEN TER 
FS = Te i 


1%/ DRA PpOHTS. 


' SevenTHY SrTUATION. 5 4 


No. 6, 24, black kings; 14, 18, 23, bit 
Kings: : and either to aj white may vin. 


W. 8,15 B 6, 1 Wy... * 
3 


inn B „ 
W 19,24 B gr Ws c. 


„ Eieurn Siruarien- | 


"206: I; 12, 16, black men; 13 2 black — 


5, 6, 10, white Romy." 11 e e 
to play. be: | is 

B 13,9 W % B g 2 W 20,24 
B 12,76 W 2227 B ” ef 1 27.32 


5 19,24 W TRY B a, * n 
SITUATIONS FOR / STROKES. 
"Pet D Finer STROKE, 


o Not | 17 a black man, on No. 30 A black 
"ns; 3 18, 27, white kings: _ white to 1. 


4 1 * 16 W 8 


5 " Sxcond SrxXG6uD. 15 


No. 17, 27 white kings; 18 a black mat 2%, 
39, Tipe kings: a a tre 


- W. a. IONS: w 27% 


8 5 „„ $520 : Tus 


* 


4 


325 
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5 t nin STROKE. 3335 
W. 18, 10, : ts kings; 28 «la; 3t» 
355 diack . 20,2 black man: and white to 
8 . 1994 | * 207 'w W isa 


ww 


Dave; STROKE... 1 Ce 


No. ry 17, 21, black men; 29 a black lg 7 
18, 24, 265 30, white men : and. white to move. 


. dd Bet 2648. B r8,25 
e B 10,5 


” r 
''I « 4 1 * * o * xo { #< * * 


0 0 5 J 500 mere, ATE 


— 


No. 12, 21, black men; 27, 31, black OE 
20, 30, white men; 1 55 16, wake 7” and 
white to move. e , | 


W. 30% B 31,22 | w 186 'B ange | 


W e, B 12,9 . W . 

| e ing: Start. srrong. e "of 
ck 2:06, 75 23, black kings ; 9, 9, 13, W 
. 21, 22, nne men; e King: e to 
22 move. N | 

| W a 'B 1 of „ 85 'B 23714 

1 . | 

» 13 85 1 Szvzurn Seien. 21 55 


| No. 3, 13, 14, black men; 24 2 black 7 | 
I 2 22, white MODEL 19, 2 21 white men ; and white | 
„ ee, rs 


Sits) * 


"W 21,17 


| 
| $ 


T4 
— —— ———— P  ———  —— ——̃ —— — — — — d. 
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NIN STROKE, | 


132 

W 21,17 * Rs” 70 * B 23,75 

W 1 wank > wa AK. 

Sx. Erbrin Studie." 5 
No. 1 6, 95 black men; 18 a blac ck king; 72 

white king; 13, 15, W white men : and white to play. 

W 15, 10 e 5 13, 6 8 1510 

ae 93 | | 5 | 


No. 6, 75 white kings; 9a white man'; 375 black 


* 


MOT 


B 31,24 


* OE <A 855 8 2 


„ 5 


Tüv srabs. 


B „is W 30,26 


- Bane ents 8 Sraoks. CAL 


No. 6, 26, white men; 22 a white king; 7. Ts 
black kings; 21 a black man: and white to play. 


W 22,5 
W. 


99 8 21,30 . Be 6, 


Twrrern STROKE. 


. | 


— 
* 
** 


man; 14, 15, black Kings: and white to play. 
= 7410 5 


. 


"i No 2, 6, 8. 22, black men; * 27 3%, 3%, 
white men : : and white to play. 


. 15,16 


'B 22 31 


2 


I 7 


* 


No, 2 «Black man ; 27; z ee ws 


whit 
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5575 white man; 14, 19, eden en, and white to 


> w 10, 4 5 2 — W G 5 1118 
„„ / en r 
ay. . TainTzzu a Ss OK Ee rel 

IS , *, * * 1 


No. 35 135 black ten; 257 a6; black kin £ 11 
a white man; 15, 15 white 8 : and white to 
move. | | 5 f 


* 15 7 {HP 5% W 16% 


210 


* 2 FourrsuxTY rens. 2 55 
14 No. 3a black man; 26, 27, black kings; 11 
White . 15˙ 120 white kings: and white fo... -- 
"x move, 


W. Its 983 2 39 w tina 


= 


#* £ *. 


Firrzzyra STROKE,” x 


"i r, 4, PY buck men; 25 a black Ing; uk 
14, 17, white men; 13 4 white ng: and white 
5 to move. = | 
EY Wo 10, 1 7510 W. 5 3,10 

Wat, 8 10% W 155 8 h 


| 5 — ron. 


at 1 10, ka, Tet e | 
E 20, 21, s 51 his: iS 


move. 

N 3 8 1885 e B 12,19 
4 W 2 2 8 5 
| . skvrx- Cl 


* 5 DRAUGHTS: 

| * SEVENTEENTH: STROKE. TD TAE TIO 
1 2, 3, 16, 23, black men; 14 a black king; 
I, 5, White kings; % 29% 31, 2 men: and 
black to move 8 W 

B 23,7 W 31 2 5 'B 6 19 w. 24,1 

'B 14510 5 Wits” gy ws 15 s W 

B 710 W 25,22 B 104 ors 0 pd 


4 . 
« „ 


VVV; EBiehrzzurn STROKE. 


No. 10, 13, 17, black men; 27 a blick King; 
19, 22, 26, 30, white men: and White to play. 


W 26,2 33 B N 1 e 8 'B "TA 
* 130 a i | on 
"He Srnokz. 


N r, 6, 10, 19, 20, black men; 13, 15, 47 
a4 31, white men: 9 te to play, 


w I3, 3 'B 6, 513 15,6. 2 110 | 


W. 27424 "B 20, N 35 . 


Tervriern STROKE. FEISS 


Neo. 1, 3, 6, 6, 7, 12, 20, 21, black men; 14. | 


| 6 19, 23, 26, 27, 20, 32, white men; and 
1 white to pin v. 


W W B FROM, "WW ARM... EV, 30,23 


W 30,25. KY 121,30 _ | W 1 Sh 2 7,14 


ws. Ih 


15 DRAUGHTS. „ 
| Twhwry-rmer STROKE. 1 


No. 3, 6, 10, 13, 14, 17 10 black men; 
20, 21, th 26, - 305 White wen; and black 5 
me-. 
B 19,23 W B 17 26 W 30,23 
B 9 4 710 W els ; 1 107 85 8 


| Tim queen STROXE. 5 


No. 2, 7 10, 11, 22, 13 14, 21, black : wen; 


19, 20, 22, 23 ah 3%, 315 325 APES men: 1 
White to move. te 


8 5 * 8 


W 20,16 | 3 1726 3 9 . er 8 0% 
155 23,10 _ 2B 2919 | CES 3 5 
53. N ; 


e ra Srroxz. : Bo | 


3 


No. 33 & . 10, 11, 15, 16, 22, black men; 
17, 18, 20 27 205 295 315 e + 
white to oe + 


W 31,26 B 22,31 v. © Rog B TY 
e „ e ee 


> 


JR, eee STROXE. 5 - 


++ * 


| _ No. * 12, black men; 14, 29, 32,. black kings; 
EE 30, 31, waa FF. a 97.95 * hd 
h eto move, 5 


W 377 3 3223. * EY * 29624 
W 18525 MIN . B 5,14 
W * 55 5 | * | 
5 af * 2 fs tl THE 


5 i . 


* 
E 
— - f 
: #5 r 8 
- 7 4 $3 8 Pu A.” 
„ { 135 : 5 8 
þ . * 
5 r ö „ he et #0 £2 0s 
P a, > ng n - Tis Ss t N 
* |; * F — 5 ü 7 
1 = a | 
3 * 5 1 41 | X* 7 | „ 8 : a or 7.4 
£ - ” bk 45 p : * 4 , 12 - . x a 8 
5 * 1 'S 4 p 7 : 4 
* - ” - iKS> * BY Ft; * $ * 4h . * 4% 
b - - * F v, 
« — x 2 O # 5 F 3 
* * * . 
s ' 


. * 
89 . A 
* A 2 As 1 1 * 


Tian are various games of lands, as 
follows : 5 | 


The Warts 8 Gans. 5 . 
The Walrs Losing Game, ' © 

"Rey, or Caxanpore Winning Gar.. 585 
The Rep Losing Game, and 2 i 
eee gene 5 0 


bun. 


75 5 * 


* %* 
go as 4 W 4 - Z ww os . 
2 a 2 7 s — = — 1 1 a "5. 
p : - 


71 


wats _ Rank? to. ST; . at 0 
WurTeE WINNING Gang, from. Ar, Duwe 
: A Teaty/e on 1 1 


* 


1 


2 Game i ts 'T, Lak in . 5 


I. When you begin, ſtrin for the lead and 
the choice of halls, if you. 
II. When a pen ſtrin or ce e lead, be maſt 
ſtand within is limits- of-the OR of the table, 
| 2 pre muſt. not oh his ball beyond the 
ripging nails or ſpots; and the on dri 
his ball neareſt the cuſhion wins rr roy 
AI. if after the firſt: TRI: has de for _ 


- 


ws * 


SHANKRDE. i 11 Binh 


lead, - ut ki Werfüry who: fallws: him im ſhould 
make his ball touch the other, he loſes the lead. 
IV. If the player holes his aCn bay}, cither in 
3 or leading, he loſes the lead | 
4 915 If the leader allows his ball with b mace 
5 cue paſt the middle hole, it is no lead; and if 
his adverſary chuſes, he my make him lead again. 
VI. The ſtriker who''þ plays at the lead, muſt 
ſtand with both his feet within the limits of the 
corner of the table, and muſt not place his ball 
beyond che fringing nails or ſpots; and his adver- 
ſary (only) is bound to ſee that he ſtands and plays 
fair, otherwiſe the Ariker wins all the F nts he 
made” by that' ſtroke. * e „ 
VII, When a hazard this deen lot” it a either of %% 
the corner holes, the leader is obliged of. his adver- 
requires it) to lead from the end of the table 
ite he hazard was loſt ; but if the harard was 
of in either of the middle holes, it is at the lead - 


ies 9 15 to lead from either end e table be 


"PHE If the iriker Oe, not nit his rex 
ball, he loſes one point; and if by tlie ſaid ſtxoki 
bis ball ſhould go. 151 a hole, over the table or on 
a cuſhion, | he loſes three points, uu. one for milf: 
ing the ball, and two for holing” it, Se. and be 

IX. Tf the firiker holes his adverſary's tall, we." * 
forces it over the table, e 101 wk e loſes 
two poirits. - e 

X. If the friker doles his own ball; ar forces it 

the) table, or on a cuſhion, he! loſes wo: 


Nl, 17 the aer hte both ball, or fore 


| 138 'BILLI ARDS. 


theun-over:ths able, or on a euſhion, he loſes two 
ints. ER 
: Xi. No perten "hath. a right to take up bir bell 
without permiſſion. from his adverſary. .. .. 
XIII. If the ftriker, by accident, ſhould auch 
or: move. his. own ball, not intending to make .a 
ſtroke, it is. deemed as an accident; and his adver- 
N ball bach in 
where it ſtood. Ge ara: 
XIV. If the ſtriker forces his adv 1 
over the table, .and his adverſar 
155 Nop. it, ſo as ta make it come on the table u again, 
Pp the riker nevertheleſs, wins two points. A 
. If the firiker forces his own. ball over the 
table, and his adverſary ſhould chance to ſtop it, 
as to make it come on the table again, the 
ſtr ves nothing by the. ſtroke, and he has the 
<P 


% 


= 9 


2 — — e not eee an 


7h 85 ate 
1 1 Weg 


1 Y cue go over or paſt loi 
tis 8 wry repens 2 be m 1 put A Dal 


e 15 Fs: 1728 is 
the ſtriker, in attempting. — 

8 ſtroke, doth not touch his ball, ib is no ne | 
and he-muſt ery again 10 mahe a ſtroke. % 29 Weg 
XIX. If when the halls are near each other, 5 
the ſtriker by accident ſhould. make his ball touch 

. 2% ien oe MIT” 159. en t N $35 LG. 


before or when the ſtriker has delivered his b 


j — 


Aae 339 


the other ball it is nevertheleſs a ſiroks, though 


not intended as ſuch. 

XX. If the ſtriker who plays the ſtroke mond | 
mak his adverſary s ball go fo near the brink of M 
hole, as to be judged. to 3 ſtill, and aſterwards 
ſhould- fall into it, the ſtriker wins nothing; and 


the ball . on the ſame brink Where it 
eke for his , e e REA 
ORE: 5 | 


N. B. There is nv occaſion - for challenging th | 
ballif ie ſtops, as ſome perſons in 50 
XII. If 0 the firiker's ball ſhou 12 on the. 
brink or edge of a hole, and if in playing it off he 
ſhou 1d make Nike ball go in, he loſes three points. 

XXII. If a ball ſhould: ſtand on the brink of on - 
the edge of a hole, and it ſhould all into.tbe tx ole, 


from his mace or cue, fo as to have no chance for 
his ſtroke, in that caſe, the ſtriker. and his adver- 
fary's balls, muſt be placed i in the ſame paſition, 2 
as near as Poſlible thereto, and a 


ply agen: The firiker'ts obliged to ruth his a" + 
ſary s ball, ore eſpetially it he miſſes ane ball on 
purpoſe; and bis advetſary m if, de cen 


oblige . place the dall en I Reod, and 


play until he has paſſed;: - 2 „ 74 : 
XXIV. If the fink plays hath alle free his - 
mace or cue, ſo that they wuch at tha ſame time, - 
b * A 3 7 3 A Gr nag ng | 
s adverſary, a diſpats ce there- _ 

, he has an- undoubted right to appeal to the 
Gtatsefted part of the company then . — 
auen aar, if. required, after :dengar 


<3 


a, 00 


lenee, muſt g0 round the table to each pelo 

i Afeparately, and be particularly careful to aſk, if he 

las any bett depending, if he underſtands the © game, 

and the nature of the diſpute then in jon 

| and" if determined by the majority of the difin- 
tereſted company, and the marker, if needful, to 

be a foul ſtroke, then it is at his adverſary's option 
1 We holed) either to play- at the ball, or take whe 


But if, by the above · mentioned firoke, his ad- 
verſary: doth” not diſcover; it to be a foul ſtroke, 
then the ſtriker may reckon all the points he made 
Dy the ſaid ſtroke, and the: marker | is obi ed 10 
mark them. - 
XXV. No perſon bath a right- to Kitten to the 
2 Whether 5 ſtroke 3 is Tay of foul, until it is 
""XXV1. 47 by a foul firoke "the firiker Hhould 
: hols his adverſary's ball, he loſes the lead. 
XXVII. If by a foul ſtroke the ſtriker holes his 
| wn 6r-both balls, 'or forces his own or both: balls 
over the e or on a cuſhion,” be loſes wv 
Points. 
XXVIII. 17 the firiken plays on a ball when: it 
zs running or moving, it is decmed as à foul ſtroke. 
1 Article XXI. 3 „ 
XXIX. If the ſtriker plays with both feet of | 
the ground, without the permiſſion of his adver- 
8 Jary, it is emed . foul ene, done Anicle 
Wo XXIV.) „ e BRL, 
. NNE IH the Aer puys with 2 wrong ball, 
he loſes the lead, if his adverſary requires it. "2 
i XXXTI;'1& the balls ſhould | be changed Ws 
wn © or on . aa 


1 


- 


Ade | ir 
which party, the hazard muſt be played out | 
each py” with their different balls, aud 1 


| on. If theftriker 8 his adveriary's 
ball, and holes, or forces the ball he played at over 
the table, &c. it is deemed. a foul” roke, [Vide 
Article XXIV]... | 

'XXX111. If the. ſtriker. plays with his adver- | 
fary's ball, and holes, or forces the ball. he. played 
with e over the _ &c. ab loſes two Points; and 

XXIV. If the ine 9 with bis adver- 
ſary's ball, and miſſes it, he loſes two points; and 
if if his adverſary diſcovers that he hath played with _ 

mon ny ps By orgs part the balls, and take | 

I lead if he pleaſ | 


02 


5 4 456 rs all pf Le td uſe f 5 
the ſtriker's prying with the wrong ball (if_diſco- 
vered) his adverſary muſt play with the ball the 


ſtriker played at ughout the. hazard, or pat f 


the balls, and take the lead. | 
XXXVI. Whoever ſtops a ball when ranuing, 
with hand, ſtick, or otherwiſe, loſes. the lead, F 


his adverſary does not like the ball he has to play.” Y 


at the next ſtroke. ¶ Vide Article XXIV] _- 
XXXVII. Whoever retains his-ac 8 ſtick 7 
when playing, it js deemed foul... I Vide;Article, 
XXIV.] 2 „ 
XVIII. If the firiker ſtops or with ons: 0 
ball out of its courſe, when runnin towards ee 
of the holes, and if adjudged by marker, and 
the diſintereſted company t preſet, to de gaing | 
to a p ok if he miſſed the ball, bell, he loſes. one 


Point, 


. * — 
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point, and if going into a hole by the ſame ſtroke, 
28 ints. 
og 11 the ariker ſtops or puts his ad- 
rſary's ball out of the courſe when running to- 
—— or into a hole, or puts his adverſary's ball 
into à hole, it is deemed a foul ſtroke. "Ow 
Article XX [V, +. 5 
N. B. If che adverſary does the ins as in the an 
foregoing rules, he is ſubjected to the fame penal- to 
ties as the ſtriker. 5 pe! 
XL. 'He who ſhakes the table wha the ball is the 
running, makes it a foul ſtroke. -  [Vigde” Article 4 
XXIV. 1 Wit 
XII. He who throws 15 "Rick upon the table, ott 
ſo as apparently to be of any detriment to his ad- 70 
erſary, makes it a foul ſtroke. I Article ady 
5 wil 
XLII. He who die on the ball 8 run- it i 
ning, makes it foul. [Vide Article XXIV. ] And 6 


if his own ball was running towards or near the the 
hole, he loſes two points. 5 on 
XIIII. He who leaves the game beltbe it is WW ma 
finiſhed, and will not play it out, loſes the game. ver 


| XLIV. Any perſon may change bis mace or OY 
2 in playing, unleſs otherwiſe previouſly agreed an 


XIV. Wben two perſons are at play, alas no = 
particular terms of agreement have been made, WW ads 
neither party has a right to object to either mace or. ¶ ſo 
, cue being played with in the ſaid gage. 1 1 

XLVI. When the parties agree to play mace MW anc 
againſt cue, the mace player has no right to uſe a IM U 
9 nor has the cue OT any right to uſe 2 bal 

3 mace 
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mace during the game qr 'match, without permiſ- 


fion from his adverſary. e 
XLVII. When a perſon agrees to play with the 
cue, he muſt play every ball within his reach with 
the point thereof; and 1f he agrees to play with the 
batt of the cue, he. has no right to play with the 
point, without permiſſion from his adverſary. 
XLVIII. When the parties agree to play point 
and point of the cue, neither of them have a right 
to uſe a butt during the game or match, without 
permiſſion, &c. but they have a right to play with 
the point of a long cue over a mace, ce. 
XLIX. When the parties agree to play all point 
with the ſame cue, they have no right to uſe any 
other during the game or match. g. 
IL. Whoever propoſes to part the balls, and the 
adverſary agrees to it, the propoſer loſes the lead. 
LI. Two miſſings do not make a hazard, unleſs 
it is previouſly agreed on to the contrarr. 
LII. In all cafes, the betters are to abide by 
the players on the determination of the hazard, or 
on the game; and the betters have a right to de- 
mand their money when the game is over, to pre- 


vent diſputes. | „ 
LIII. Every perſon ought to be very attentive, 
and liſten for the ſtroke,” before he opens the door 
of the M noe pt 
LIV. The ſtriker has a right to command his 
adverſary not to ſtand facin | 
ſo as to anngy or moleſt him in the fſtroke. 
LV. Each party is to attend to his own game, 
and not to aſk—[f his adverſary's ball be cloſe 
If he touches his ball?—If he can go round the 
ball? - nor any queſtion of the like tendency; nor 


g him, nor near him, 5 


„„ mens 


is any perſon to be ſet right if going to play v with 
the wrong ball. 

U. bel perſons who do not play muſt Rand 
from the table, and give room for the players to 
paſs round the table, to make the ſtroke. 

LVII. The parties who: play ouglit to be parti- 
cularly careful and attentive to the hazard or the 
game, more eſpecially w hen any betts are 29825 
ing thereon. 

LVIII. No perſon in the room has Aa right to 
lay more thin the odds on a hazard or on a game. 
But if he offends for want of knowledge' of the 
game, he ſhould appeal to the marker; or to the 
table of the odds, which ought to be bang up in 
the billiard room for inſpection. 

LIX. Each perſon who propoſes a bett, 'ſhould 
name the ſum he intends to lay, and ſhould like- 
wife be very careful not to o fer a bett when the 
ſtriker has taken his aim, or is going to ſtrike, 
left it may diſturb or interrupt him in the ſtroke. 

LX. No bett ought to be propoſed on any 


gente (at the loſing game eſpeclally) that may be | 
| ſed to have any tendency ta leſſen or to in- 


| —— the judgment of the player. 

LXI. If any betts are laid on the haar, and 
| the game is eleven, and the ſtriker loſes the game 
by a miſs, and ſhould afterwatds go into a hole, 
1 0 be a hazard, the game being out -by the 


| LAN. 1f 4 propoſes a bett, whlch is accepted 

by B, it muſt be confirmed by A + Gtherwile it is 
10 det. 

LXIII. "When four perſom play, the game is 


fifteen 3 in number, and _ TR bas a right to 
--- "conſult 
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conſult with and direct his partner in any thing 
reſpecting the game, Sc. and the party who makes 
two miffings before a hazard is made, is out, and 
it is his partner's turn to play; but if after the 2 
two miſſings have been made by the party, his 
adverſar ould hole a ball, fo as to | rakes a 

bende ſtroke following the faid two miff 
have 3 made, yet the who did not ma 
the two miſſings is to play, as Me Get be p- 
poſed to be out fr hai not made a ſtroke. 


3 ON . a N - 
, , 


WuHiTE Lose GAME. 
From Myr. DEW. 
T: Wehe 6 in Number. 


When a perſon is tolerably well acquainted with 
the winning game, he ſlould then learn the loſing game 
(the reverſe of the winning), which is a key to billiards 
in general. It depends entirely upon the defence, and 
the knowledge of the _—_ of ftrength with which- 


each —_— fhould be played, either to defend or to 
make a hazard: for if a perſon who has a competent 
knowledge of the game, Mould not have a hazard to 
play at, he muſt endeavour to lay his own ball in ſuck 
a poſition that his adverſary may net have one to play 
at the next firoke, For a game hazard is much 
more eaſy to be made, when well underſtood, 4 a 
AM game hazard i is in general. 


I. WHEN you begin you muſt firing for the | 
lead; and tlie Spice of the balls, the ſame as. in 
the Fules for leiding at TE white” vikaing * 2 
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3 II. If the ſtriker miſſes the ball, he loſes one; 
and if his ball goes into a hole by the ſame firoke, 
he loſes three points. 
| III. If the Rriker holes his adverſary $ ball, he 
 - loſes two points. 
IV. Forcing either or both the balls over the 
table, or on a- cuſhion, reckons n and the 
| firiker loſes the lead: 
V. If the ſtriker miſſes his adverſary” s ball, and 
forces his own ball over the table, Kc. he loſes one 
point and the lead. 
VI. Either of the parties forcing over eicher or 
both the balls, reckons oy 5 the ſtriker 
loſes the lead.' 
VII. If the ſtriker holes his own ball, he wins 
wo points. 
VIII. If the ſtriker holes both balls, he wins 
four points. 
IX. If the ſtriker LIB Ather of the balls, and 
forces the other over the table, &c. he loſes the 
lead only. 
n reſt of the articles of regulations, &c. as in 
the Pg game, are likewiſe i to be obſerved. 
A, 


— — 
* CEE . — 
rr — - 
— — + 2 
7 oy - * 10 PR 1 4 
ih 


| | Rev, or e Wirvine Gans. 
bo Nom Mr. Dew. 


1 


— - 3 a 
3 
in, > 


NS mans 3 * — 


Siæteen in 8 . 


The ey or A winnin gane is Full of 
| variety; ; and there being many chances in it, make it 


a game Us reat 9 the odds of it are not 
8 - * A 2 
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calculated, but are generall laid according to fancy, | 
or to the, cuſtom of _ ta les where Ll, are uſually 
played __— 4 


. WHEN you begin, ou muſt g firing for the | 


ſtroke and the aloe of the balls, the ſame as in 


the rules for leading, &c. in the winning game. 

II. A red ball is to be placed on a ſpot made 
for that purpoſe, in the centre between the ſtring- 
ing nails-or ſpots, at one end of the table. | 

III. The white or the ſtriker's ball is to be 
played from a ſpot made for that purpoſe, in the 
centre between the ſtringing nails or ſpots at the. 
other ead of the table. 

IV. After the firſt ſtriker hath played, his ad- 
| verſary is to play. next, and ſo on err 

throughout the game. 
V. When d vet bell beth been l ov fiat 
over the table, & c. it muſt be placed on the ſame 
ſpot here it originally ſtood at the beginning of 


M. When either of the white balls has been | 
holed, &c. it muſt be placed and played from the 
fame ſpot where it ſtood at the beginning of the 
game, when it is the ſtriker's turn to play. 

VII. If the ſtriker miſſes both the balls, he loſes , 
one point. | 

VIII. If the ſtriker miſſes both the balls, and 
holes his ball, he loſes three points. 

IX. If the ftriker hits the red and his adver- 
fary's ball with his own ball he played with, he 
wins two points; which ſtroke is called a caram- 
bole, or, ne a carrm. 

<= 02 X. If 


m——_ 
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X. Tf the ſtriker holes his adverſary's white 
FELL wins two 


If the ſtriker 1 the red ball, be wins 


ints. 


0 If the iker holes the red, and his adver- | 
8 white by the ſame ſtroke, he wins five 


ts. 
© B. Two for the white, and three for the red 
XIII. Tf the ſtriker makes a carambole, and 
puts his adverſary 's or the white ball i into a hole, 
wins four paints. 
N. B. To for che carambole, and two for the 
white ball. 


XIV. If the ſtriker makes à carambole, and 


holes the red ball, he wins five points. 
N. B. Two for the 6 and three for 
N the ball. 
If the ſtriker makes a carambole, and 
holes his adverſary s or the white ball, and the red 


ball, 1 the ſame ſtroke, he wins ſeven points. 


N. B. Two for the carambole, two for the 
white and three for the red ball. 


XVI. Forcing either or all the balls over the. 


table, reckons nothing. 
XVII. If the ſtriker forces bis drunk 's or 


the red ball over the table, and by the Goes ſtroke . 


ſhould hole his own ball, he loſes nothing. 


XVIII. If the firiker makes a carambole, ad | 


forces either of the halls over the table by the 
fame 9 he wins nothing. 
XIX 
Peg it t muſt be en placed on its proper 
mw XX 
? 


5 


f the ſtriker forces the mad ball over FI 


. vbatobey ay 42-4292 


2 5 . 


D © 


„ ae. 
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XX. If the ſtriker forces either his own or his 
dverſary's_ ball over the table, or one of them 
into a hole by the ſame ſtroke, it reckons mo 
of either ſide; and the ball or balls muſt be pla 
on the proper _ to play from, when it is each | 
ſtriker” s turn to "as 25 

XXI. If the ſtriker, in playing a ſtroke, ſhould 
make his mace or cue touch two balls at the ſame 
time, it is deemed. a foul” ſtroke, and, if diſco- 
vered by his — he wins nothing for any 
points he made for the ſtroke; and his adverſary, | 
if he pleaſes, may break the balls; that ms by 
parting the balls, 2 playing from the wag ſpot 
an the red ball, as at the beginning o 
But if, by the foregoing ſtroke, which. is ni | 
foul, his adverſary does not break the balls, and 
play from the proper ſpot, &c. then thevſtriker 
may reckon all the points he made by the ſtroke, 
and the 1 * is obliged to reckon them. 

XXII. perſon has a right to diſcover to be 
player * the ſtroke be fair or foul, until it 
15 aſked, unleſs they are playing a four match; and, 
in that 'caſe, none but the player and bis e | 
have a right to aſk/it. 5 

XXIII. If the ſtriker holes his own ball by a | 
foul ſtroke, he either loſes two or three points 
2— to which ball he ſiruck fir) by the 


XXIV. If the ſtriker makes a nmel ns 
holes his own ball, he wins nothing for the caram- 
bole, and loſes. either two or three points. by the 
ſaid ſtroke; according to which ball be. — 

mars MT firiker: 0 cara dle, 

e,, OS 1 1:5; x 


© - - * A 
Fo ; 
» 4 - + 


r ak a the table, be wins 
nothing by the carambaleQ. 
WEF> + / L If the friker is geing- W phy with the 
wrong ball; no perſon in the room has any-right to 
diſcover it to him, except his partner, i "they a are 
playing a double match, 15 
XXVII. After a red ball has been boled, or 
 farced. over. the table, the preſent. ſtriker. is — 
ta ſee the ball placed on the proper ſpot before he 
ffrikes, otherwiſe he can win no paints while the 
ill is aut of its place; and the e he made. is 
emed foul. {See Article XXI.] 
XXVIII. If after a white ball has Cn holed, 
or ſegced over the table, the ſtriker is obliged to 
Place his ball on the proper ſpot be is to play from, 
| Gtherwiſe he can win no points he made by the 
> 2 "oye is likewiſe deemed foul, © [des Arti: 
XXIX. „ 
bole, or holed his adverſary's or the red ball, he 
_ ſhowutd:touch either of the balls which remain on 
the table with hand, ſtick, or otherwiſe, he can 


win no pcints- he made by the ſtroke; and it ! in: 


deemed a foul ſtroke, [See Article XXI.) 
XXX. If the ſtriker plays with the wrong ball, 
it is deemed a foul ſtroke. ' [See Article XXI.]. 

' - XXL. Tf che flriker pla 

or the wrong ball, and holes the ball he played 
with, he either loſes two or three p pointa, 3 
to wich halt he ſtruck firſt; 85 itisdenwed a ft 
ſtrake:. Ser Article XXI.) 
XXII. EF the: Rriker plays — his ace 
ſaxy's o the wrong ball, and Mond miſs both the 
| PII e paints 2 K ar” 


into 


with his adverfary's 


* 


＋ n Ns 


” = wag! 
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wid F « 
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into u hole by the ſtrake, he loſes three pride 
and it is deemed a foul ſtroke. | [See Article XXI. f 
1 If * W 9 e be 
upon e, or within t ringing nails or. ſpots, 
where the White ball is originally Placed, after his 
adverſary's ball is off the table, „ 
and the firikgr, who is to.play from the ſp muſt 
ſtrike the oppoſite cuſhion, to make the b | come 
back to hit one of the balls within the balk; 
which if he does not, he loſes one point: if he 
ſtrikes the white ball firſt, and holes his own ball, 


he loſes two points; and if he. ſtrikes the red ball --I 


firſt, and hules his own ball, he loſes three points. 
- XXXTV. If the ſtriker holes either or both the 
balls, or makes a carambole when the balls art 
within the balk, he wins two, three, five, or r ſeven : 
points, according to the ſtroke. - 
XXXV. When the ftriker plays from the ſpot 
at _— of the balls withia the balk, he is obliged 
3 one of the balls, otherwiſe it is no ſtroke. 
XXVI. When the ſtriker's and the red ball 
88 the balk, he 1 is not obliged ta paſs the 
XXXVII. In either of the caſes of paying 


with the wrong ball (if it is not diſcovered) the | 
ſtriker may reckon all the points he made by the | 


ſtroke, - and the marker is obliged to mark them. 

XXXVIII. If after the red ball has been holed 

ſhould ke "on 0 near the fave fir ho ol 
or near e 

ball cannot be placed 3 — 1 ＋ without 

touching each. other, the marker muſt then bold 

the red ball in his band while the ſtriker plays at 


his adverſary's k ball; and the red ball muſt . im- 
| mediately I 


N 
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* mediately placed on its proper ſpot, ſo that it may 
not prevent a carambole, &c. ew made. 
s has been 


XXXIX. When either of the white bal 
holed, and the red or the white ſhould ſtand upon 
or ſo near the ſpot that the ſtriker cannot place the 
ball without touching each other, the marker muſt 
hold the red ball in his hand, &c. [See the fore- 
going rule.] | „ 
XL. If either of the balls ſhould lie either be- 


fore, behind, or on one ſide of the ſpot, ſo that the 


ſtriker can place his ball without touching each 
other, he muſt play the ball as he can from the 
ſpot, neither of which balls muſt be moved to 
make-way for him to play. 5 : 
XLI. If the ſtriker ſhould touch two balls with 
- his mace or cue, it is deemed a foul ſtroke. [See 
_ Article XX1:] - --: . 
XLII. The betters ought to be particularly care- 
ful in propoſing any betts before the ſtroke at this 
game, that may be ſuppoſed to have any tendency 
to influence the judgment of, the player. 
XLIII. No perſon in the room has any right, 
| by ſigns, geſtures, or otherwiſe, to diſcover to.the 
player how the ball is to be played, whether the 


_ ſtoke" is in his favour or not, or (after the ſtroke 


hath been played) of any error he may have com- 
mitted in judgment; as a ſtroke of the ſame kind 

may happen in the ſame hazard, or in the game. 
wp LIV. Each perſon who propoſes a bett ſhould 


. name the ſum he intends to lay, and ſhould like- 
wiſe be very careful not to propoſe a bett when ihe 


ſtriker has taken his aim, or is. going to ſtrike, leſt 


© injght"difturd er interrupt the player in 'the 


1 9 # 4 « 
ſtroke. 
E. Sy ' 
a * 1 8 
4 ” C:: 2 4 
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The reſt of the articles of the r 2 &. 


as in the white winning e, aro ikewiſe to be 
obſerved. | 
obs eee 
From Mr. DEW. 


The Game i is Sixteen in Number, 


The red or carambole loſing game requires greater 
judgment than the winning, and depends materially 
on the ill of the player; the chances in it may he 
ſometimes to vary more than at the winning car 


game, and 6 977720 ly if the players do not properly un- 


th derfland the feilful part of the . 

15 you THE game begins in the ſame manner as the 
e carambole winning, game. 
bo IT. If the ſtriker miſſes both the balls, he loſes 
y * oint. 


"If the fletker miſſes both balls; and holes 
t tis — ball by the ſame ſtroke, he loſes three "3 


Pei. If the ſtriker hits the red ball rt and 
76 holes it, he loſes three points, and the ball muſt be 
i immediately replaced an its proper ſpot 
d V. If the ſtriker hits the white ball art, and 
holes it, he loſes two points. 
1 VI. If the ſtriker holes the white ad the red : 
ball by the ſame ſtroke, he loſes five points, vis. 
6 5 the wy holing the white ball, and three for holing 
the r 
f VII. If the ſtriker makes a carambale, and holes 
* "RI his adverſary's or the red ball only, he wins 
, | nothing 


„ and 
nothing for the carambole, and loſes either two or 


ſb: gone. Points, according to-which ball be ſtruck 


in. If the ſtriker makes a carambole, 155 wins 

two points. : 

IX. If the ſtriker makes a carambole by Miiking 

the white ball firſt, and ſhould. bole his. own ball 

by the ſtroke, he wins four points, viz, two for 

the carambole, and two for holing his own ball on 

the white, 

X. If the ſtriker makes a carambole by ſtriking 

own ball, he wins five points, viz. two for the 

; cammbole, and three for holing his own ball on 
the red, 

XI. If the ſtriker makes a carambole by ſtriking 


adverſary's or the white ball. 
"king the fel bell firſt, and by che faid Krake th6uld 


he'wins ſeven points, viz. two for the carambole, 
three for holing his own ball on the red, and two 
for- -holing his, adverſary's white ball. 

XIII. If th 


| 8 7595 the red ball. 


ee) 


i a 0 


the red ball firſt, and by the ſtroke ſhould hole his 


| the white ball firſt, and by that ſtroke ſhould hole 

his own and his adverſary s white ball, he wins ſix 

22 viz. two for the carambole, two for holing 
s own ball on the white, and two for Holing his 


XII. If the ſtriker makes a carambole by ts. 
Hole his own ball, and his adverſary's white ball, 


e ſtriker makes à carambole by firi- 
king the white ball firſt, and by the faid ſtroke 
ſhould. hole his own and the red ball, he wins 
ſeven points, viz. two for the carambole, two for 
holing his own ball on the white, and thre? for 


| | V : 
- $772 0: 
7 * 7 2 
— a - 


e ts FL, 
XIV. If the ſtriker makes a carambole b by ſir 


king the red ball firſt, and by the ſaid ſtroke ſhould 
— his own and the red ball, he wins 5 * _ 


viz. two for the. carambole, three for holing bis 
W. the red, and three for holing che red 
XV. If the ſtriker. makes a carambole by- ek 


king the white ball firſt, and ſhould hole his own 


ball, and his adverſary's white and the red ball, he 
wins nine points, viz. two for the carambole, two 
for holing his own ball on the white, two for holing 
5 aig s white ball, and three for boling the 
r 

XVI. If the ſtriker makes a carambole by Qri- 
king the red ball firſt, and by the ſaid ſtroke ſhould - 
hole his own ball, ard the red and his adverſary's 
white ball, he wins ten points, viz. two for the 
carambole, three for holing his own ball on the 
red, three for holing the red, and two for bn 


his adverſary” s white ball. 
XVII. If the ſtriker holes his own ball on the 5 
white ball, he wins two points. 


XVIII. If the ſtriker holes his own ball on the 5 


red, he wins three points. | 
XIX. If the ſtriker, by ſtriking the white ball | 
firſt, ſhould hole his own ball and his adverſary's 
white ball, he wins four points, viz, two for holing 
his own ball on the white, and two for holing his 
adverſary's white ball. | 
XX. If the ſtriker, by ſtriking the rod ball firſt, | 
ſhould hole his own ball and his adverſary's white 


ball, he wins five points, viz.” three for holing his 
ph ball on the red, and two for holing the white 


v. 


xxl. 


„„ wraps 
XXI. If the ſtriker ſtrikes his adverſary's white 
ball firſt, and holes his own ball and the red, he 
wins five points, viz. two for holing his own. ball 


on the white, and three for holing the red ball. 
XXII. If the ſtriker ſtrikes the "me ball firſt, 


and holes his own ball, and his adverſ: 4 white 
ball, he wins five 4 viz. three for Roli Jag 

own ball on the and two for holing his 

155 on the white Ball. 


XIII. If the ſtriker ſtrikes his adverſary 
white ball firſt; and holes his own ball, and 

adverſary's white ball, and the red, by the fame 
| ſtroke, he wins ſeven ints, viz. two for holing 
his own ball on the white, two for holing his ad- 
ind s white ball, and three for holing the red 


XXIV. If the ſtriker ſtrikes the red ball firſt 
and holes his own ball and the red, and his adver- 
ſary's white ball by the ſame ſtroke, he wins eight 
points, viz. three for holing his own ball on the 
red, three for holing the red ball, and two for 
holing the white ball. 

XXV. If the ſtriker ſtrikes the red ball firſt, 


| | and holes his own and the red ball, he wins fix 


points, viz. three for holing his own ball on the 
red, and three for holing the red ball, 
XXVI. The betters ought to be particularly 
careful in pro 3 any betts at this game, that 
may be ſuppoſed to have any tendency to per 
or to influence the judgment of the player. 
N. B. The reſt of the rules and regulations are 
likewiſe to- be obſerved, as in the _ my the 
carambole winning game, & e. rs 10 
K. OR- 
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* the table on which this games played differs 


materially from a common billiard e, we mall 
here endeavour to deſcribe it. 
The prices of the table is like that uſed for 


| the other es of billiards. Then 


Firſt. There are ten forts made of wood, in the 
form of caſtles, which are to have lead put in them 
for the purpoſe of making them heavy, ſo that in 


playing the balls they may not be moved from their, 
Pr 5 


In the front of each fort, at the bottom, i is an 
arch, full wide and high enough to admit the ball, 


5 which i is to be put through it to attack the fort. 


Within the arch of-each fort a ſmall bell is hung, 


which muſt be made to ring by the adverſary's at- 


tacking ball, - otherwiſe the fort cannot be taken. 
Secondly. The paſs through which: each of the 


Two of the forts, called the grand forts, are to 


de made larger than the reſt, and to have an arch 


cut through them of the ſize the others have. 

Five of the forts, including one of the grand 
forts, one of the batteries, an- five of the flags or 
colours, are uſually painted red, and the forts and 


battery are to be pointed like brick-work, which 
colour denotes them to be Engliſh ; on each fort 


oue red colour i is to be hoiſted on the centre of the 


front thereof, 


. adverfary's attacking balls muſt paſs, before a fort 
can be taken. 4 
Laſtly. The grand batteries, and ten flags or 
colours. 


\ 


- BUG other five forts grand fort Fehde, bat- 


. 
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tery and colours, are to be of a white colour; the 
forts and battery to be pointed with black, like 
ſtone, are called French, one white colour to be 
hoiſted on each as before mentioned. 

The paſs, which ſerves for the purpoſe of both 

rties attacking balls to go throngh, is to be made 
in the form of the grand forts, but rather longer, 
for diſtinction, and to have an arch of the ſize of 
the grand forts, and is to be painted of different 
colours—viz. one of the ends where the arch is, 
of a red, to continue half way of each fide, and 
the ſame on the top; the other end of the arch is 


to be white, and to continue in the fame colour 


over the other half as before. 

Ihere are likewiſe two ↄolours to be hoiſted on 
the paſs—viz, one red and the other white; the 

red to be hoiſted at the Engliſh end, and the white 

at the French end. 

 Thepaſs is to be placed in the centre of the rable, 


the red end to face the Engliſh forts, and the white 


end the French forts. 
The limit of each party's quarter is from the 


end cuſhion, where his forts are placed, to his paſs | 


on each fide of the table. _ 

The red or Engliſh forts are to poſſeſs one end of 

| the table, and is called the Engliſh quarter. 
The white or French forts are to poſſeſs the 

other end of che table, and is called the French 

quarter. 


The two forts in each quarter in the firſt angle 
from the paſs, are to be taken firſt, which are, 


therefore, called the advanced forts. 


The two forts in the ſecond angle are to be] taken. 


| mon which . the reſerved forts. | 
_ Laftly 


ſite 
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_ Laftly—the. grand fort, with-the batte ated 
we the ſame, is the laſt to be taken. M pl 
The height of the advanced and the reſerved 
forts is to — five inches and'a half, the breadth and 
length of the advanced forts five inches to the 
ſquare, and the length of, the reſerved forts is five 


inches and a half, and > back of them to be 
rounded off. 
The height of the a forts is to be Gve irlches 
and a half, the breadth and length fix inches and a 
quarter. The batteries are made in a triangular 
form; the height, of them is three inches, the 
breadth at the extremity is two inches and a 
half, and the length three inches. and a half. 
The- height of the paſs is five inches and a half, | 
| Fe has 4 fix inches and a wen and the 
ſeven inches. | . 
The height of the concave in the forts, * 
the ee ball muſt enter, is three inches, the 
breadth two inches and a half, the depth FS. 
inches and three quarters. 
The bell which is to be within the arch i in 8 
fort muſt. be hung one inch and a half within it. 
The balls which are to be played with at this. - 
Hume. are to he 4 one inch. 10 0 three ee nee 2 


th 


— 
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Hl 22 From Mr. Dyw. 2 Toh. TE 4 
The Game is T wenty in Number. = _ 


t 4 


I. THE game begins, he who ſtrikes. the _ 
ſte cuſhion, and brings the ball neareſt the cuſhion 
. | P 2 „ WREIS 
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A en from, Hall have" the firlt Riroke, 


and have the red (or Engliſh fide of the forts), and. 


muſt commence hoſtilities, and begin the attack. 
II. Each party has three balls, viz. one attack- 
ing ball and two defending } balls. Sits 
HI. The balls are p on the ſpots in the 
| table, thus: the attacking# ball in the middle, the 
| * balls on each thereof. 
2 V. The ball for the attack on the red (or Rug 
Im dae of the forts) muſt be ſpotted with red, and 
the defending balls with ſmall black circles. 
V. The ball for the attack on the whe tie 
French) fide of the forts muſt be white, i. 


in, 
and the two defending balls eight black pos on 


each ball. 


VI. Before you can attack any of the forts, you 


- muſt make the paſs. 

VII. When you have made the paſs, you muſt 
take down your adverſary's colours, and then 
attack either of his advanced forts, which muſt be 
E > taken firſt. 

VIII. If after you ture made the paſs, you. do 
not take down your adverſary's colours, you muſt 


make the paſs again from your own fide of the 
| Forts; but you muſt omg ge ſpot. | 


IX. If you take either of your adverſary's forts, 
after you have made the if and have not taken 
— your adverſary's paſs colours, you loſe two 
points, and muſt return to your ſpot again. 


X. After you have regularly made the paſs, and 


dave taken a fort, you muſt return to your middle 


* {pot again. 
| *. * making the paſs, is whey > 
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bare taken down your adverſary" 8 colours con- 


h formable to Article VII. 


* When you have taken a Bet you vin our 
8 
Pe. If you do not take down your adverſary's 


colours, when vou have taken his fort, you are 


obliged to take the ſaid fort again, and muſt be 
t back thoſe four points you won by the ſame, . 
XIII. Miſſings at this game reckon nothing. 
XIV. After yon have regularly made the paſs, 


| you are-not. obliged to go W it again en | 


the game. 
'XV. In each fort there f is a bell, which gives 


| notice at being taken; which bell muſt be made = 
| ring, otherwiſe the fort is not taken. | | 


XVI. The beſieged may defend his f forts, or 
may ſend his attacking ball into the aſſaulter' 's Quars 


ter to attack his forts. 


XVII. The beſieger muſt take his adverſary = 
forts with his attacking ball.. 
XVIII. If the befieger ſhould nike his adver- 


fary's fort with either of his defending balls, he 


loles two oints, and returns to his ſpot again. 
XIX. If the ſtriker plays with either of his ad- 
verſary 8 balls, be loſes two ints, and if he 
played on either of his own balls, it muſt be put 
on its proper ſpot again, if his adverſary requires 1 
XX. Zither party may fend. his dciening tall 
or balls into his adverſary's quarter, if he plea abe 
XXI. After having taken the two advanced 
fors, you muſt take the two other forts in the. next 
ngle,, which are called the reſerved forts,.. and 
la ly the grand fort. 
XXII. He who does not take the forts accord- 
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2 and takes either of the 
for the firſt, loſes tw Points, and W re- 
turn to the proper ſpot again. 

XXIII. After a fort hath been Ry or a a ball 
| holed or forced over the table, the ſtriker is bound 
to place, or to ſee the ball placed, on its pr 

t; and if he does not, be ſhall reckon nothing 
or any forts, &c. he ſhall take ing Sy chars the 
ball is out of its place. 544 


XXIV. After having ken A fort, either. by 


ſtorm or otherwiſe, and his adverſary takes the, 
faid ball out of the fort, to place it or otherwiſe,” 
and although he does not take down his colours, 
nevertheleſs the ſaid fort is deemed as taken, and 
the colours are to be taken down. 

N. B. Taking a fort by ſtorm is, when the party 
has made his utmoſt efforts to take it, and it is. o 
well defended and guarded by his adverſary, ſo 
that he is obliged to have recourſe to ſtratagem, 
that is, by laying his ball/in a proper angle, and 
8 ſtriking the ball againſf t the end cuſhion, / and 

| 8 the ball back again into his adverſagy's, 5 


XXV. If the ſtriker forces either of his adver- 
ſary s balls into his on fort which has not been 
taken, he makes him a priſoner of war, and wins 
fix points. a 
XVI. If the ſtriker forces either of bis FO 
fary's balls into his own fort which has been taken, 
it is no priſoner of war, but the faid ſtriker” wins 
two points. 

XXVII. If the firiker W either of kis dine: 
al balls into his adverſary s * be wins two 


Sls 5 XXVII. 


Ferre zr F 47 


E N 
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'XXVIIL. If the ſtriker holes either of his adver- 
fary's halls, or twa, dc. Wade hall Jo holed he 
wins two points. 

XXIX. If the Ariker bole bis own dall or balls, 
for each ball fo holed he loſes two points. | 
XXX. If the ſtriker forces his adverſary's ball, 
or balls, over the table, or on a _ Ee ang 
for each ball he wins two ints. | 

XXXI. If the firiker forces his own ball, or 


tall over the table, bee. for each ball He: loſes 


mrs. | 
XXX. If the ſtriker forces his adverſury's ball 
over the table, or on a fort or cuſhion, or into a 
hal and regularly takes his — s fort by the 
fame ſtroke, he wins fix points. But if — the 
fame ſtroke the ſtriker's ball ſnould go into a = 
which hath been taken, or is out of the en oo 
loſes two points. - 
XXXIIII. If the ftriker holes his own or his ad- 
verſary's ball, or forces them over the table, or oft 
a fort, or cuſhion, he loſes two points. 
XXXIV. If the ſtriker forces his ball into any 
of his On or adverſary's forts, which have heen 
taken, or into any of his adverſary's forts out "a 
the angle, he loſes two points. : 
XXXV. Wben a ball is holed or forced over 


tbe table, or on, &c. ſuch ball is to be placed on 


its proper ſpot : but if it happens that the ſpot 
mauld 1 — by another ball, in ſuch caſe 
the ball is to be places behind it, ſo as not to anch 


te ball. 


XXXVI. Whoever takes a fert after it has been 
regularly taken, and the emen en "downy Rs | 


XXXVU. 


< " + 
4 7 77 _ = e 
_ * he 4 - 
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XXXVII. When the ſtriker's adverlary's ball 
is out of fight (that is, lying behind a fort, ſo that it 
cannot be ſeen), and the ſtriker has a fancy to ſtrike 


| | the cuſhion firſt, and hit the ſaid ball backwards, 


by giving warning, ſaying, I do not fee, if he 
mould hit the ſai ball, he wins two points; but 
if he ſhould not hit the ball, he loſes two points. 
XXXVIII. If, by the before · mentioned ſtroke, 
the ſtriker ſhould hit the ball, and holes his own 


ball, or forces it over the table, or on a fort or 


; cuſhion, or into either of his own forts, or into 
| either of his adverſary's forts,” which has been ta- 
ken *, or is out of the angle, he loſes two points, 
and ſhall reckon nothing for hitting the ſaid ball 
| XXXIX. If either of the adverſary's balls ſhould 
lie before either of the ſtriker's forts, which bas 
not been taken, and (the ſaid ball being out of 
fight) has a fancy to ſtrike the cuſhion firſt, and 
bit the ſaid ball backwards, to make a priſoner of 
war of his ſaid adverſary's ball, by ſaying, I do not 
fee, if he hits the ball, he wins two points, and if 
he makes a priſoner of war of his adverſary's ball, 
he wins ſix points more, and his de Lod ball 
muſt return to its proper ſpot again. 

XL. When the ſtriker gives warning, ſaying, 
J ths not fee, his adverſary, or the diſintereſted com- 
pany, have a right to be judges thereof, or the 
| marker, if any diſpute ſhould ariſe' thereon, _ ED 

XLI. If the ſtriker holes, &c. either of his ad- 
verſary s defending balls, it is at his adverſary's op- 
tion to place the ſaid ball on either of the . a 
ſpots, if they are both vacan. 

>XLII. Whoever touches both balls wich mace 
f or cue, it is deemed a foul ſtroke; therefore he can- 


* Out of the angle.-Vide XXI. and XXII. 
not 
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not reckon any points he made by the ſaid ſtroke, 


if it is diſcovered and proved to be ſo by the diſin- 


tereſted part of the company and the marker ; but 


if it is not diſcovered, the marker is obliged to 


reckon all the points made by the ſtroke. But if 
the ſaid ſtroke is proved to be foul, then it is at hits 
enemy's option either to break the balls, or to 
make him return to his proper ſpot again. 
XLIII. If the ſtriker makes a foul ſtroke, and 
holes his own ball, or forces it over the table, &c. 
he lofes two points Hor each of his own balls ſo 
holed or forced over the table; and it is at his ad- 
verſary's option to part the balls, if he pleaſes. 
XLIV. If the ſtriker moves the ball, it muſt be 


| Put back to the proper place it was moved from. 


XLV. Whoever blows on his enemy's or on his 


own ball, when running, it is deemed foul. [See 


Article XLII. ] 
XI. VI. If the ſtriker, by blowing on his own ball, 


ſhould put it out of its proper courſe, eſpecially \ 


when running near a hole, he loſes two nts, and 
it is deemed foul. :[ See Article XIII. 3 

XLVII. Whoever ſtops a ball with ſtick, or 
otherwiſe, after the ſtroke, it ts deemed foul. [See 
Article X LIL] - 


XLVIIL Whoever plays with both feet off the 
ground, without permiſſion from his enemy, it is 
eemed foul. TS Article XLII. Js 
when run- 


_XEIX. Whoever plays upon a 


ning, it is deemed foul. [Ste Article XLII. ] 


L. Whoever retains his adverſary's ſtick, when 
playing, loſes two points—beſtdes, it is foul. _ [See 
Article XLII.] 
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e being regularly taken i Is four points wins the 


nn 82711 LII. when four parties pla Yy a double watch, 
mp mow plays before his turn loſes two points. 

: B. The reſt of the neceſſary rules. and regu- 

Fon are to be found in che ne &c. * the 


white winning gam. 9170 
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27 — — 9 — 2 } 8 all. is 2 to 4 
8. U 8 — 1% „ % 66 
JO — — 24 — I | I — — 6 — 32 
Il. — — 25 — 1 ——ů—— 
— | >. 95 8 WS: 
6 all is 5 to 2] 10 to g— 4 — 1 
2 to 6 — 3 — 111 — — 11 — 94 
„ i UE | 
9 — — 6 — 110 al is 8 to Sx 
10 — — 14 — 111 to ro, or according to the 
11— — 15 — ak ſtroke. 


C all $00 
7 to 6 — 7 — 2 8 to 7— IC — 2 
9 — — 7. — 116 — — 14 — 'x 
T0 — — Is — | 1 — — 15 — 2 
11— — 16. — 2 — — —— 


CEL 


% 
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is 5 to 2 | When 4 Perſon who r. = 
940.8 4 * 93 7 cerves Three Porntyfrom 4 
hem . 4 another, is | 
| ; nn 5 8 7 
10 to 9 — 5 5 1 N — 11 — 4 2 
11 — — 6 3 ot 7— — 3 w_ x. I 
———— , 8— — 7 — 1 * 
ws ono + — 1 + 
11 to TO, or 1 n 5-1 of 
ſtroke. - FATE 
en a Peron DI re- | When a Perfvn who Yes £ 
celues One Point from reives For Points from oy | 
another, TRE: 5 another, ts . , 
„„ — b b 
FF e ee ny 
4 — 7 — ,4 | . 6 _” 
4153 — — 2 om © #3 "JR 3 6 1 1. 
6 — — 7 3 2 9— — oF — 1 1 . 
— — V : 
I — — 35. — 1 1 755 a Perſon who re- | 
11 — — 36 — 1 | * ceives Five Pointe ou = 
RES: pry | non anether, 3 | * 
len a Perſon who re- 6 love is 7 to 4 Ne 
ceives Two Points from | 7— — 2 = 1 : 
_ another, is | 8— — 5 — 1 87 
3 love bs $.. 0-4 9— — 6 — 1 | 
4 En 2 _ 20595408! As :# 
f > on eo 
Yom__—_— ͤ % 
11— — 27 — 1 Fo I 
£8 e — ES 9 


76. 


: 
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When a Perfon who re- 


 ceives Six Points from 


another, i 15 
„ ß 
 $=— — 4. — 1 

g— — 5 — T 
10o— — 11 — 1 
. — 2 — 


a View a Perſm e re- 


cetves Two Points from 
anotſier, is 


g' © 2 wm 6 MS 
＋ — 8 
6 — — 5 — 2 
7 3 a 3 3 1 
8 — . 
9 — — 11 — 2 
3 10 — — 18 — 1 
15 — — 49 — 1 


When a Perſon who re- 


cerves Two Points from 


. another, is + 
ee 
ee „ 
„ 3. mr I 
Ih F 
+ JO — — 9 — 1 
11 — 2 — 1 


| Wiew a Perſon wh re- 


- ceives Two Points from 


l,, +. 
8 to 6 is 2 to 2 
Ny — Cc 


16; 0-3: 


25 
- 


When a Perſon who're- 


ceives Tauo Points from 

- another, is 
3 * 
11 — — 4. — 2 


When a Perſon 8 re- 


 ceives Four Points from 
another, is 
8 


to 

— 
— 
— 


0 o 
M MN 


1141 
oo 


1 
1 


When a Perſen who re- 
ceives Four Points from 
another, is 


Sw 6 equal. 
+ $00 . 
10 — — 3 — 
11 — — 7 — 


When a Perſon who re- 


ceiver Four Points 


another, ts 
10: „ '» 3 .W7 2 
in — — 7 — 4 
When a Perſon who re- 
ceives Four Points from 
another, ts 


10. 9 $5: 0-4 
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Vim a Perfen who re- When a Perſin ale fe- 
ceives Six Points from cefoes Six Points from 

.. . —_— 53 * 

wy 12 „ 


8 * — p 45 „ 1 9 4 a & 44 4 « = . 


8 
— | 


The Oads f a Haan ly — Pant is 
is according to the Stroke, beer 


„When 2 ne given 6 wx, 
« —_ 7 7 -. >... 

— 3 ww 0 >. > ' 

gs . . 8 1 5 

e — 2 _ 


| Ale fal Odds that one Perſon F not get Two 
= Hazards following, WET 4207595 45 10 
| , — — 3 


to 
De difto "2+ ot. 


f 1 ; e 
— — 8 POE 


Tk Like to See in ae 


2 muſt weigh not leſs . 
* ee. half, nor mob. than five: ounces and 
W 


_ « ASS , _ — ⏑ - 1 
. 4 
* 
F 


r > 


8. . 


„SF 8 9 383 


* 


Tee 


ow” 


Lent oy 4 
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It catinot be changed during the Saihe, dur win 


Fa conſent of both parties 


The hat muſt not exceed four inches and one 
quarter in the wideſt part. 

The ſtumps muſt de twenty-two inches, the 
bail Gx inches long, 


6 8 bowli creaſe muſt be parallel with the 
1 three nw > kength, with a return - creaſe. 
1 5 topping-crtals muſt be three feet ten inches 

t 


wickets; and the wickets muſt be 


fite to each other, at the diſtance of twenty-two 


The party which goes from home ſhall have the 
choice of the innings and the pitching of the 


wickets,. which ſhall be pitched within' thirty yards 


of a centre fixed by the adverſaries. 
When the parties meet at a third liek tka. *4 
ers ſhall toſs up for the pitching of th fit wickgh, | 
and the choice of going in. 5 
The bowler muſt deliver the ball with one foot 1 
dehind the bowling- creaſe, and within the return - 
creaſe; and Wal bowl four balls before he changes 
wickets, which he ſhall do but once in the ſame 


He may order the player a player at his wicket to ſtand 
on w it he IS 

| The firikr i our if the til u boiled off, of | 
the ſturmp-bowled out of the ground? | 
Or if the ball, from a' ſtroke over or under his 


or upon his hands (but not wriſty) is 


bat, or 
before if 5 Water be bug 


to the bod 
01 | 


* 
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ping- g-creaſe, and his ok is put down ex | 1 
yp his bat Is grounded within it: py ; a 
Or if be runs out. of his ground to kinder a allo 


catch: | 7 
Or if a ball in ſtruek up, and he wilfully ſtrikes aint 
. again * till 


Or if, in running 2 notch, the wicket is ſtruck 
"down by - throw, or with the ball i in hand, before bis 
11 erer hand, or bat is Lrounded over the pop- the 

-creaſe; but if the bail is off, a ſtump muſt 

ruck aut of the ound by tbe ball: - 

Ti r if the ſtriker touches or takes up the ball a 
before it has lain ill, unleſs at the. requeſt « of the inn 
oppoſit ite 18 6 par 

Or if the firiker puts his f before the wickit LF 
Vith a def ign to 4 the bs and actually pre: ark 
vents the ball from hitting his wicket & 4 | 

If the players have croſſed each other, be that the 

-rtms for the wicket that is put down is out; if 2a 
they are not croſſed, he that has left the wicket he 
that is put down is cut. | 

When the ball has been in the bowler's: or 
 wicket-keepe 's hands, the ſtrikers need not k 
within their ground till the um pire has called | play; 
but if the player goes out of his ground with an 
intent to run, before the ball i is delivered, the bowler 

; ma . 1 
Vn the ball is ſtrack up in the running: 
rov 4 between the wickets, it is lawful for t : 
rikers to hinder its being catched: but the . ger 
b ſtrike at, nor touch the ball wi wn 
nds. 5 
ot 
If the ball is ſtruck up, the aper 0 pes: 
hy wicker either with his ie of his body. 7 Le. 1 


5 . they 


out of his ground to 
allowed no notch for ſuch ſtroke. 


The wicket-keeper ſhall ſtand at a reaſonable = 
diſtance behind the wicket, and ſhall not move 


till the ball is out of che bomder's nd, and fall 
not, by any noiſe, incommode the 2 _ 
his hands, knees, Took, « or ban be over * 21 

Lal ace be 


the wicket, though the 
The umpires ſhall allow two minutes for each 


FFF | 
When the umpires fall call play, \hie - 


——_— oy D 


S nee e 


wuſt ell 10 wich. 
5 | BETTS. . N 
"IF the goches of one er me M ih 
uvother; the ben depend ch oth Baisse, wales 


= 2 
e 
— 


CRICKET. * 
* fingle-wicket matches, if che ſtriker moves 


Arikeut thi tall, ke hall be 


— Km, 
— Are e a 


——— —ꝑLyᷣ—ͤ . ——̃ — 2 — 


But if the other party goes in a ſecond time, 
. bett e eee on 
. 


ts 2 A & P » 4 — 1 
* 4 * * * F 
, 4 . — & 4 s l JN * 
8 f 4 . o - 4 5 
1 . * „ * » * . 
"JE. * oo . . 
; L „ PE, 4.4 WIL — . 


— o 


* 
* 


* ; 4 1 P — * % { 

-% d * „ * ak y . on * , ” 0 
B e — Ke, 

4 * 5 7 N bp 1 * 0 
25 e . * . 


A TEN NIS-COURT is __—_ Fd bag or 
: ninety-ſeyen feet hog by thirty-three or four 
in breadth. A net i ee the middle, over 
vhich the ball muſt be ſfruck, to make any ſtroke 


| _ At the entrance of a tennis-court there is 
| fore you go into the de- 


@ rn  paſlage-be! 

. the place vhere ſpectators. uſually are; into 
which, w — a ball is played, it counts for a 
Certain ſtroke. This long paſſage is divided into 
different departments, which are called galleries, 
wiz,” from the line towards the dedans, is tlie firſt 
558 door, ſecond gallery, and the laſt gallery; 
Which is called the ſervice-ſide. F rom the- _ 

to the laſt gallery are the figures I,'2, 3, 4, % 6 


Lach at a ya :diſtance; marking the chaces, pne 


of the moſt eſſential parts of this game. On the 
+ other fide the line is the firſt gallery; door, 
| ſecond gallery, and laſt gallery; which is called the 

Hazard-ſide: every ball played into the laſt gallery 
on this ſide tells for La certain ſtroke, the ſame as 
into the dedans. Between the ſecond and this laſt 
gallery are the figures Tz 2, marking the chaces on 
the harard-ſide, Oven: this dong ale is the 


2 nd « _ "pent- 
% - * a . 5 — 5 4 ö 


| 0 
TENNIS” —© 5 


— on bs ball -is from tlie 
2 to begin a. ſet of 3 if the 


player fails ſtriking the ball (ſo as to rebound from 
the pent-houſe) over a certain line on the ſervice- 
r e e 
for a e ro t — 

ad fs. 


— on the * — line, _ — . 

ond a parti eſcri it is 

— for nothing 3 the player is to ſerve uno 
On the right-hand of the court from the dedans, - 
a part of the wall projects more than tlie reſt, in 


order to make à variety in the ſtroke, and render ĩt | 
more difficult to be returned by the adverſary, and 


is called the tambour: the grill is the laſt thing on 
the right-hand, wherein if the ball is ſtruck, it is 
reckoned 15, or a certain ſtroke.  _ 

A ſet of tennis conſiſts of fix games, but if what 


is called an advantage ſet is played, two ſucceſſive 


games above five games muſt be won to decide; 
7 in caſe it ſhould be ſix games all, two games 


muſt ſtill be won on one ſide to conclude the ſet. wy 


When the player gives his ſervice, in order to 
begin the ſet, his adverſary is ſuppoſed to return 
the ball, whenever it falls after the firſt bound, 


untouched; for example, if at the figure! 1, the 
chace is called at a yard, that is to ſay, at a yard | 


from the dedans; this chace remains till a ſecond 


ſervice is given, and if the player on the ſervice- 
| fide lets the ball go after his adverſary returns it, 


and if the ball falls on or between any one of theſe 

figures, they muſt change ſides, for he will be then 

on the 8 to play for the firſt chace, which 

if he wins by ſtriking the ball ſo as to fall, aſter its 

n þ nearer io be dedans than the figure 
; 75 


— 
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- 14; without; bis being able to return it 

from its · firſt 42 — he wins 2 ſtroke, and then 
in like manner to win a ſecond ſtroke, &c. 
a ball falls on. a line with the firſt gallery, door, 


ſteond gallery, or laſt gallery, the ehaee is likewiſe 
called; at ſuch: or — a place, naming the gal- 
lee, & When it is juſt put quer the line, it is 
called; a chace at. the line. n the 
ſervice-ſide: returns a halb with ſu e as to 
ſtrike the waltion the hazard: ſide, ſo as to rebound, 
' after, the finſt hop, over the. line, it is alfo called a 
chace at the line. 5 

The chaces on the hazard>fide- proceed Ame dhe 
ball being returned either too bard; or not hard 
enough, fo. that the ball, after its firſt rebound, 
Falls © on this fide the line which. deſcribes the ha- 


AL ati ſide chaces, in which caſeit is a chace at 1, 2, 


&. provided there is no chace de ng, and ac- 
cCording to the ſpot where it exactly falls. When 

they change ſides, the . in order to win this 
Chace, muſt pur'the ball over the line, any where, 
ſo that his. adverſary does not return it. When 
there is no chace on the hazard - ſide, all balls put 
over the line from the ſervice- dw, without: Dong 
returned, reckon. © 

| The game, inſtead. of being marked: one, two, 
four, is called for the- firſt; ſtroke, een, 
for the ſecond, thirty; for the third, forty ; and 


far the fourth, game, unleſs the players get four 
ſtrokes. each; then, inſtead: of calling it. orgy all, it 


is. called Aer aſter which, as ſoon as any ſtroke 
is got, it is called advantage, and in. caſe the ſtrokes 


become equal again, deuce again; till one or the 


other: gets two ſtrokes follow ing to win the 8 


of the 


dhe adverſary's half-court, and i mY 


det is, 19 lone, the odds are, 


— 


TENNIS. 18 


The odds at this game are very uncertain, on 
account of the chances: and various methods of 
giving, odds have been uſed to render a match 
eq ual. . 
5 by biſque is the loweſt odds deen (except choice 

0 de), and is the liberty of ſcoring a ſtroke 
whenever the player, who receives the advantage, 
chooſes ; for example, let a gaine be forty to thirty, 
he who is forty by taking the 5i/que becomes game. 

F. ifteen is a ſtroke given at the beginning of a 


Half thirty, is fifteen given the firſt game, and 
thirty the ſecond j and ſo on to the whole thirty, 
forty, &c. 


court, is confining the p er. to play into 


f great.advanta | 
to the adverſar 85 | 


_ Touch no wa 15 is another great advantage given 

to the adverſary. 

; ; is ſerving the ball round the Pents 
ouſe. 

Barring the hazards, is not eckoning the dedang, 
tambour, gill or the loſt gallery, or the hazard- | 
fide, © 

The odds generally laid, making allowance for 

icular circumſtances, are as follows: 

The firſt ſtroke being won betting even Frans 


— 

8 
Forty lo , —— 5 

— 2 


to 
to 
to 
to 
to 
T 


R „ & 


Five , totwo — 


wt 


„ . 
The odds of a four game ſet, when the firſt game 


is won, are — 7 0 4 
When two games love — 4 tor 
Three games love — — 8 to: 
When two games to ne — 2 to 1 
Three games to one — . 5 to r 
The odds of a ſix game ſet, when © firſt game is 
Won, are — 3 to 2 
When two games love — 2 tor 
Three games love © — 4 to 1 
Four games love —— — 10 to r 
Five games love — — 27 to 1 
When two gatnes to orte — 8 to 5 
Three games to one — 5 to 2 
Four gaines to one — — 5 tor 
Fives games to one — — 15 tor 
When three games to two — 7 to 4 
Four games to two — — 4 to 
Five games to two — — 10 tor 
hen four games to three — 2 to 1 
Five games to three — 5 £ 
The odds of an advantage ſet, when the firſt game 

| is won, are 3 to 4 

When two games love — —— 7 to 4 
Three games love  — — 3 to : 
Four games love —— _ — 5 to 1 
Five games love — — 15 to 1 
When two games to one — 4 co 3 
Three gamès to one — 2 to 1 
Four games to one  — — 7 to 2 
Five games to one — 10 to t 
When three games to two — 3 to 2 
Four games to two © - — 3 0 1 
— 8 tc 1 


"5 A 


IF 


i 183 
When four games to three: — 8 to 5 
Five games to three — — 3 t-to 1 
When five games to four — 2 to t 
When fix games to five — — 5 to a2 


alſo faced with horn, and loaded with lead. 
The balls are conſiderably ſmaller. than thoſe 


copy. 


— .... EINER IN r . πιο 


THE GAME OF GOFF, OR GOLF, 


PHIS game is the favourite amuſement in Scot- 
land in the ſummer; it is played with clubs 
and balls. 94 KS | 1 

Of the clubs there are fix forts uſed by profi- 
cients: vis. the common club, when the ball lies 
on the ground; the ſcraper and half ſcraper, when 
in long graſs; the pon, when. in a hollow; the 


heavy iron club, when it lies deep among the ſtones 


or mud; and the light iron club, when on the ſur- 
face of chingle or ſandy ground. All theſe clubs 
are taper at the part that ſtrikes the ball; they arg . 


uſed at cricket, but much harder. They are made 
of horſe leather, ſtuffed with feathers, in a peculiar 
manner, and boiled. „„ 70 ag 5 SN 
The ground may be circular, triangular, or a 
ſemicircle. The number of holes are not limited; 
that always depends on what the length of the 


ground will admit, The general diſtance between 


one hole and another is about a quarter of a mile, 


which commences and terminates every game; and | 


. the 


the party who gets their ball in by the feweſt num- 
ber of ſtrokes are the victors. | | 
Two, four, fix, eight, or as many as chuſo, 
may play together; but what is called the good 
game never exceeds four; that number being al- 
wed. to afford beſt diverſion, and not ſo liable to 
confuſion as fix, eight, ten, or twelve might be. 
The more rifing or uneven the ground, requires 
the greater nicety or ſkill in the We 
account, jt is always given the preference to by 
roſiciente. F 
Light balls are uſed when playing with the wind, 
and heavy ones againſt it. Ty 
At the beginning of each game the ball is allowed 
to be elevated to whatever height the player chuſes, 
for the convenience of ſtriking; but not afterwards. 
This is done by means of ſand or clay, called a teeing. 


The balls which are played off at the 2 | 
the next 


' of the game myſt not be changed until 
hgle is won, even if they 3 to burſt. 
— a balt happens to be loft, that hole is loft 

t | : | 


* 


If a baſt mould be accidentally ſtopped, he 


* is allowed to take his ſtroke again. 
| —_ four are to play the game, 4 and B 
againſt C and D, each party having a ball, they 
proceed thus: | „ | 
AA ftrikes off firſt next; but, perhaps, does 
not drive his ball above half the diſtance 4 did, on 
which account D, his partner, next ſtrikes it, 
which is called one more, to get it as forward as 
that of their antagoniſts, or as much beyond it as 
poſſible; if his is done, then J firikes 2's ch 5 
9 oeV | walc 


layers; on which 


HS A SAS 3 


RR AN. OA 
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VUmhich is called playing the like, or vat, of their 


opponents. But if C and D, by their ball being in 
an awkward ſituation, ſhould not be able, by play 
ing ene more, to get it as forward as 4's, they are 


to- . in turn, tuo, three, or as many more, 


until that is accompliſhed, before B ſtrikes his ; 

_— ball: which he calls one to two, or one to 

or as many ſtrokes as they required to get to 

ſame diſtance as A did by his once playing. 

The ball is ſtruck alternctely, if the . = 
1 or nearly ſo. 


ͤK eve. N vera IG 2 N 


* 4 
F 
* 4 
* 


Tg game may be ene by 7 number & 
perſons ; and each player, or punter, as be i is 
cb 18 furniſhed with a ſuit of cards, denomi- 


nated a 7ivret, and four other cards, which are 


called figuret—viz. the firſt is a plain card, with a 
blue croſs, and is called the little figure, and de- 
fignates the ace, deuce, and three. The ſecond is 
a yellow card, and anſwers for the four, five, 


and ſix. The third is a plain card, with a black 75 


lozenge in the centre ; it is termed. the great figufe, 
and defi; gnates the ſeven, eight, nine, aud ten. 
The fousih is a red card, and anſwers for the king, 


queen, and knaye. 


"IN; B. De e game | aj b at" without tele 


Aueh 5 47 very punter. 225 a : ſuit of cards ; 5. bat. &y 
* 5 vi 50 R * pe) | IC 
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* everal cards at a time. x 
money. placed on the cards by t 
anſwered by a banker, who limits t 


number of punters, has two, three; -or 


ants, called crouprers, whoſe buſineſs 5. to. watch | 


the piewes eff ene punters, 3708 


ry is 
* W 


ww 4 


| Th Mode of Dealing 4 feribed, with other Particulars : 
of the Game. ; 


THE dealer, who is generally the W 


mosld be ſeated at ſuch a part af the table where 
he. can heſt obſerve the games 2 the ſeveral punt- 
He then takes an entire pack of cards, Thich 


| 1 ſhould invarighly count, left there ſhould be 
one card more or lefs than fifty-two : in ſuch caſe, 
the dealer loſes his deal, and the bank muſt then 


pay every ſtake depending on the cards of the dif; 

[i . punters. 

I be cards being counted, he muſt ſhuffle at 
mix them well, as no que but the dealer, or one 
the bankers, is ſuffered to touch the cards, ex- 
cept to cut them, which is generally done by one 

df the pynters, |. +: 

After the cards are cut, the dealer ſhows the 

« bottom card to- the company, and leaves one of 

S the ſame ſort turned up on the table (wbich card 

| 15 called hockley, and is fer the bank), that every ont 

may! know what card is at the bottom, . without 

8 Mae dealer. The punters having made their 
i 5 7 gamer 


are" tonvenient for theſe who wit to yunY; eker: 


played for according to the 3 his bank. 0 
At public tables, the banker, accordihg to the 


continuing to fave his original ſtake. 
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' the dealer announces that he i is about te der 3 
gin! his deal, by ſaying—Play: 
e then proceeds to turn the cards up from the 


vp the pack, one by one, laying the fifſt card 


on his right hand, the ſecond on his left; and ſo 
on, till he has turned up every card in the pack, 
lying 26 on one fide and 26 on the other fide; he .- 
muſt alſo ſpecify the cards he turns up, as thus. 
jor of queen, &c. —The firſt card, and which is 
placed on the right ſide, is for the bank: the ſecond, 
which is placed on the left fide, is for the punters, 


and ſo on 9 until the whole pack is dealt 


out, ſtopping at the end of every ſecond card, ta 
obferve if an event has taken lips in that cafe, | 


to receive or pay, and to give the punters an oppor- 


tunity of making their games. 

If the punter wins — bis card, and does not 
chuſe to receive his money from the bank, but 
wiſhes to proceed on with his game, he makes Aa 

or a parolet ; the firſt is by doubling his card, 
and 2 his ſtake on it, which if he wins a ſe» 
cond time, entitles him ty receive double the 
amount of his ſtake : and he loſes upon the fe- 


cond event; he fs his ſtake, king only 1 | 


what he had won upon the firft event. 
If having won a fecond, he chuſes to 


de doubles another card, and aces the cad he | 


plays on at the head of his double pay, and fo 0B. 
as often as an event in his favour — 2 | 
he loſes; 

with the to change his card, after every event, 
or even without an event, it is never refuſed, by 
aſking leave of the dealer. | 
* is by cocking one corner of 


your | 
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your card, and if you win. the ſecond: time, YH 
u to three times the amount of your ſtake; but 
| = the ſame. rule, if you loſe, you not only. loſe 
What you had won upon the firſt event, but your 
ſtake likewiſe «it frequently happens, after making 
a.parolet, and the events. prove in favour of the 
punter, in order to fave his ſtake. upon the next 
event, he makes a pay parolet, which is by dou- 
bling his card as 3: Bo after he has made his firſt 
cock, and which if he wins entitles him to fix. 
times the amount of his ſtake; but if the ſtake is 
no object, he makes 3 ſecond cock on bis card, 
inſtead of doubling it, and which, if he wins, en-. 
titles him to receive ſeven. times the amount of his 
ſtake, and is called a ſ/ept leva: if he wins a third 
time, and chuſes to proceed, he either makes a pay 
to his ſept. leva, or ꝓuts a third cock on his ca =4 
which is called a guinze leva, and which, if he 
wins, entitles him. to ; fifteen times the, amount of 
his ſtake, and ſo on, as often as an event in favour 
of the punter takes place, and he continues his 
game without receiying from the bank the amount 
o his winnings, as they ariſe. Doubling every time 
the amount of what he was entitled to receive, upon 
the Rt event, beſides including his. Ahke, A Big 
own option, either to make a pay upon his parolets, 
or add another cock to his i= which.) is called a 
trente lea; which entitles him to receive thirty- one 
times the amount of his ſtake. If after this, they 
continue fortunate, it very ſeldom happens, they 
make a fifth cock, but this has been 1 1 3 gut- 
ting the card i in the fide, and. making a eek, fro 74 3 
that part of the. card; but in general, thoſe ho. 
22. ſo hold, as to venture to the fourth. oe 


* 8 % 
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are fortunate enough to win upon that event, don- 
ble their card with the four cocks, which will en- 
title them, if they win, to receive ſixty-two times 
the amount of their ſtake, with this reſerve, in 


caſe they loſe, they fave their ſtake, - 


The dealer ſhould be particularly attentive to 
the punters, that they, by miſtake, do not double 
or cock a card when they are not entitled, as it is 


conſiderably againſt the bank. 


Tue dealer ſhould be extremely. careful to hold 
the cards cloſe and tight in his band; as a perſon, 
with a keen eye, by placin himſelf on the right- 
hand of the dealer, may diſcover the cards going 
to be turned, and make his game accordingly. 5 

The dealer ſhould always be ready to anſwer 
how many cards remain to be dealt, when aſked 
by any of the punters, that they _ know how ta 
praceed, as it 5 conſiderably againſt them to =_ 

a freſh game, à pay, or a parolet, when the 5 


are * early out. 
en only eight cards are remaining, it is 5 to 
3 in favour o the bank, 


When only fix cards, itts —. « — — 2 tor. 
When only four ditto — 3 to 1 
in favour of the bank. 


N. B. When the left-hand card turned vp is like 
that on the right, as two kings, or two queens, &c. 
it is called a doublet; and t punter loſes half his 


take, This is greatly i in favour of the bank. 


When this happens with a card on which a pun- 
ter has made a paroli, be muſt take it down, but 


does not loſe his ſtake. When there are more pa- 


rolis than one, the punter is to "ke down but one 
corner of his card. 
A Tas 
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5 A TazLe o Onps. - 
That the punter does not win his 


firſt ſtake, is — — an equal bett, 
That he does not win twice fol- | 5 
lowing, is — — — 3 tot 

a Three following times, is — = to 1 
Four ditto, is — — — 15 to 
Five ditto, is — — — 31 to. 1 
Six ditto, is — — — 63 to: 
See neg. cnet toe: er hei. Reg eg rr II e mere n f EIA ce. 


THE GAME OF HAZ ARD. 


Tuns game 18 buys . a pair of . and by 
any number of perſons. The firſt throw of 
the perſon taking the box is a chance for the com- 
pany, denominated @ main, which muſt be above 
Four, and not exceeding nine. If the firft throw is 
not any of the intermediate numbers—that i is, five, 
Fix, ſeven, eight, or nine, he muſt throw again, 
until one of them is produced; he then throws for 
bis own chance, which muſt be above three, and 
not exceeding ten; for if he throws u aces, or 
deuce- ace, which are called crabs, the thrower, or 
the cafter, as he is termed, loſes bis ſtakes, let the 
main be what it may. 

The main and chance thrown, the caſter muſt 
e e until one or the ee? is pro- 
uce 
I Togo _ | | N. B. 


* 
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N. B. If the main ſhould be ſeven, and the cafter 
ſliould nick it, that is, by throwing ſeven or eleven 
immediately after, he wins the ſtakes. 

Obſerve, eleven is crabs to every other main but 
ſeven, and by throwing which the cafter loſes. 

Should eight be the nu, and the caſter throw 


eight, or twelve, immediately after, it is a nict, 


"and he wins the ſtakes : the ſame, if ſix is the main, 


and fix or twelve the ſucceeding mean... 


Obſerve, twelve is crabs to every other main but 


ſix or eight. 
To five and Hine than is no nick, but five or 


nine. 


Laws of the Game f Hizann, as inal; at 
BxOOK ESS, and every other Subſcriptioa Club, 


ANY perſon ſetting the caſter, that is, betting 
with him, muſt put the ſtakes within a circle de- 


ſcribed on the table for that purpote. 


The cafter loſes, or wins JO to the | 
event of the throw), every ſum of money placed by 
the different players within the circle, unleſs he 
ſpecifies whoſe money he is at, by touching it with 
the box, or mentioning the party's name, ; 
If the ſetter, before main or chance is thrown, 
calls the caſter to cover, that is, to put down an 
equal ſum to what he has ſtaked, the cafter muſt. 
comply, or the betts are void. But when main and 
chance are thrown, although .the caſter may cons. 
tinue throwing, he neither v wins! nor loſes his ſtakes, 
until he covers - = a 3.x 5 
| Ne 


as q — 


3 HAZARD. 
4 No ſetter can call to cover, if one of the dice is 
cen. 

Any ſetter may bar a throw, provided neither of 


the dice is ſeen; The caſter alſo may dar his 
throws. 


If a main is thrown, and any! layer calls for new, 


or other diee, the caſter muſt take them and throw 
another main; but if both main and chance are 
thrown, the dice cannot be changed. : 
When onedie is thrown, the other may be bar- 
red, by either caſter or ſetters; but the die firit 
4 thrown mult not be returned to the han until the 
other is thrown. 
N. B. Theſe are the laws generally eblerved at 
every _ There are, however, ning e 
particulars, which are regulated acco to the 
| wn of he wine, . N 


A TASTE of Opps, with OnstrvatiONs: 


.$ the main, & 4 the chance, is 4 to 3 againſt the caftbr. 
g ——— & 6 ———— is 5 to 4 for ditto. 
8 — — — , is 3 co 2 ditto. 

— is 5 to 4 ditto. 
9 — ——— is equal hating: 
. 3 againſt the caſter. 
4 ———— is 5 to 3 ditto. 35 
7 ———Þ 6t 5 for ditta. 
8 ———— is equal betting. 
9 Db $19 4 aint he les 
10 + Is 5 to 3 ditto. 
4 — ide. | 
9) — is ä 4 
„ 


Ae 


1 


2 
eppemenenenens 


$ the 


A yourſelf. 


it is played, being covered with a 104 and . 
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8 wb waln, & 4 the chance, is 5 to 3 againſt the caſter, 


8 „ & 9 — is 5 to 4 ditto. 
eee & 10 5 Is 5 to 3 ditto, 
9 „ & 4 » is 5 to 4 ditto. 


9 „& 10 2 5 to 4 ditto. 1752 
That the cafſer does net nick 5 is — — 8 to 
— ä — 6 or 8 is — 5 to 
Lek —— 7 i — — 57 to 
- —— ä — 88 9 1s # — — 2 


Any — perfectly confine of theſe odds may 


play the game of hazard with almoſt a certainty of . 
winning. Thus—ſnppoſe 7 to be the main, and 
- 4 the chance, if you have 51. on the main, FR - 
| by taking 61. to 3/. muſt either win 1/4. or 2 


the mzin or chance come off. 

 Again—Suppoſe 9 the main, and 7 the chanee, 
and you have 31. on the main, you, by taking 31. 
to 21. may win 11. but not loſe any thing. 

By underſtanding the odds clearly, you may, at 
all times, ſave loſing your betts, by laying the odds 


on 


en LIES 24 22 


THE GAME — Er Nom. 


1 HE title of this game mats 5 red and black, 
and derives its name from the table on which 


cioth, as marked in the table, | Sx" 


* ta „ 
- * : 


| 
1 
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The Taz. : 


Rouge Noir 


f Rouge Noir 


Rouge Noir TS 
Dealer. I Croupier. 
Noir [Rouge 


1 


Noir Rouge 


IN NOW. Rouge 


—_— 


* 


Rs number of 3 may . | They are 
called punters, and may ſtake their money on which 


colour they pleaſe. The Es are to be placed in 


the upper or firſt line, 


*. * s * 


The Mode of Playing, Dealing, and other Particulars 


of the. Game ; with Obſervations. 


THE dealer being ſeated oppoſite the croupier, 
as market in the table, he takes fix packs of cards, 
ſhuffles them, and diſtributes them in various par- 
cels to the differei. -unters round the table, Ba 
* thu 
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8 
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ſhuffle and mix: he then finally ſhuffles them, and 
removes the end cards into various parts of the 


three hundred and twelve cards, until he meets with a a 


pictured card, which he muſt place upright at the 


end. This done, he preſents the pack to one of 


the punters, to cut, who places the pictured card 
where the dealer feparates the pack, and' that part 


of the pack beyond the pictured card, he places at 


the end neareſt him, leaving the pictured card by 


— the punter had cut at the bottom of the 


Fe Theſe preliminaries being e the dealer 
takes a certain quantity of cards, about the number 


of a uſual pack, and looking at the firſt card, to 


know its colour, puts it on the table witli its face 


downwards; he then takes two cards, one red and 
the other black, and ſets. them back to back: theſe 
cards are turned, and placed conſpicuouſſy as. often 

as the colour varies in each ſucceſſive event, tor :. 


the information of the company. 
The punters having ſtaked their money on either 


of the colours, the dealer ſays—-otre ij jeu eft-il fait? 
1s your game made? or, Votre jeu eft-il pret? Is 
your game ready? or, Le jeu off pret, Meffenrs, 


The game is ready, gentlemen. He then deals the 
firſt card, with its face upwards, faying, Noir, and 
continues dealing, until the cards turned exce 


thirty points in number, which he muſt mention 


as rrente et un, or whatever it may be. 

The ace reckoning but for one, no card aſter 
thirty can make up forty; the dealer, therefore, 
does not declare the tens after thirty-one, or up- 


- wards, but merely the units, as, two, three, &c. 


but always i in the French language, as thus: if the 
; , e number 
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thirty-five, he ſays— ciug, or five. 


the punters? ſtakes are on the colour that comes to 
thirty-one, or neareſt to it, they win, which the 
dealer announces, as, rouge gagne, red wins, or 
noir gagne, black wins. | 
The ſame number of points being dealt for 
| each colour, the dealer ſays, apres, after. This is 
a: Goublet, or un refait, by which neither Party 
wins, unleſs bath colours are thirty-one, which 
the dealer announces, by faying, un refait trente et 
um, and he wins half of the 4 punted on both 
colours. He, however, ſeldom takes the money, 
but removes it into the middle line, on which 


priſon, or la primiere priſon; and if they win the 
next event, they draw their whole ſtake. In caſe 
of a ſecond doublet, the money is removed into the 
third line, which. is called the ſecond priſon, or Ia 

ſeconde priſon. When this happens, the dealer wins 
* three quarters of the money punted; and if the 

nters win the next event, their ſtakes are re- 
moved to the firſt priſqn. 5 
N. B. The cards are ſometimes cut, for which co- 
lour Hall be dealt 77 :\ but in general the firſt parcel 
is for black, and the ſecand red. 8 


” 


Ob/erve, alſo, that after. the firft card is turned 
up, 0 fates can be made for that event. | 


7 


De punter is at liberty to pay the proportion of his 
flake lf, or go o priſm. © 
— The banker at this game cannot refuſe any ſtake, 


809 the pynter having won his firſt ſtake, may, 2 


i . | 5 as * * 
number of points on the cards dealt for noir are 


Another parcel is then dealt for rouge; and if 


colour the punters. pleaſe: this is called, the firſt _ 


3 
* 
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at faro, make a parolet, and purſue it to a frente 
lera, and further, if he pleaſes. | 

In order to recolle& the number of times a co- 
lour may win ſucceſſively, the punters generally 
have a piece of pops.) or A Fr, market as wy 


-% , 
EINER INI R 
N ho A 5 
— U— — 5 7 ES * 8 * * 
| nk | 
' # . * 
= . — 
* 4 | 1 3 
— 1 ; 5 1 15 
+ '. ; 
* 4 | 5 
4 : : ''F 7 ] 9 
= : : 0 * 
p 1 32 
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9 2 4 p 7 „ 
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| | — | ** i ö 
' 0 4 I 
| a 1b: 
| 2555 71 : / 
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9785 ws 4 5 5 L Wo f . a vs 1 | _ 'F: s 14 ; 4 4 + 75 . | 1 3 
91 3 i" — 5 N ' p 
7 * - oY t wh g * ; P's #- : 4 64 Y 5 7 - 2 Shs 


which th prick ink with a pin, à and, in ; caſe. 
of a ch they they run the pin through the ine. 
The odds of 60. ſeveral following times are 


at faro. ide Table EY 5 
e 9 b TE 


. 


THE Gans or CASSINO. 


| Tus, game is 3 a an entire ER of duk | 


; generally by four perſons ee by three 
and often by two. PO? : , 


- Ms Tal if p he Terms uſed in playing. 


- Great Caſſino, i is the ten of diamonds, and rec- 


kons for two points. 

Little Caſſino, is the two of ſpades, and reckons 
for one point. 

The Cards, is having a greater ſhare of the pack 
than your adverſary, and reckons for three points, 

The Spades, is having the majority of that ſuit, 
and reckons for one point, | 

The Aces. Each of theſe reckons for one point: 


re 1 8 0 © fix . a 


| 3 of ihe as, 7 
; ALL the cards being dealt, thoſe remaining. on 
the table, unmatched, my to the player who 


| pet: took 8. 25 
| ts does not entitle him to fere a point, 
as 2 3 period of the game. 


aut is, en ix each), neither player can feore 


any 


Hawn Mn nA ke m9. 


Lurched, is when your adverſary has won the 


Each: party poſſefling an equal ſhare of the cards | 
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any | points for chem. Each pla er havin rec- 
koned his game, that is, the 3 that . arife 


from either of the caſſinos, the cards, the begs, 
& 


or the aces, the leſſer number muſt be ſubſtra | 

from the. greater; as thus: ſuppoſe you have great 

caſſino and two aces, which make four points, 
s, the 


| and your adverfary has little caffino, the c 
ſpades, and two aces, which are ſeven points, he 
can only mark three, as your four muſt” be de- 


ducted. 5 | 
Jou can never examine the cards taken up, un- 
f you ſuſpect a miſtake, when you muſt chal- 


lenge it immediately (that is, before you play your 
car | 


, otherwiſe you cannot claim it. M9 
In cafe you are ſurclea, . you loſe a double ſtake, 
provided you do not agree to the contrary before 


you commence the game. 


: | | — 5 ; 

The Mode of Dealing, with Maxims for Playing, We, | 
| ON beginning the game, each party cuts for the 
deal, which is determined as at wiuſt (vide page 1), 
The deal is made, by Ying ach perſan one card, 
and turning up one on the board, and thus, alter- 
nately, until each player has four cards, and four | 
N. B. It is only on the firft deal that any cards are 


to be turned up on the Board. 


The cards being dealt thus, examine your cards | 
in hand and thoſe on the board, to ſee if you can 


pair them, or make up a number of pips. the 
* rds on the table, equal to the card you lay down 4 | 


” 


—_ 


20⁰ 1 


if ſo, you take them up, and Hs ew before you 
with their faces downwards. 


"Endeavour to take up Res in preference to any 


other ſuit. 
When by ' playin 125 card, you can match all on 
the board, 4 is, 
cards, which would make three or four diſtin tens, 
and you play a ten, you take them all up, and 
thus clearing the board, you are entitled to add one 
point to your ſcore. 
When you. can neither pair, or take up any 


cards, play ſuch a card as will not affiſt to make 


up an eight, nine, or ten, &c. In this caſe, the 


beſte is to play a pictured card, or a {mall one, 8 | 


not an ace. 


When 2A a pole, an an a a fimilar card is on 
if the fourth is out (it is 


me table, you ſhoul 
not judicious otherwiſe), lay down one of them, 


wait your turn to play the other, and take up the 


| three together. 


N. B. Your antagoniſt may | take. them, if he can. 
OB/erve alſo, you are not * to tale them, fea 


more advantageous card offers, - 
Always take up the card laid Gen by your 

op nent in preference to any other on the table. 
N have a pair, play one of tbem. 


- 


ile great or little caſſino is in, forbear 


pla ing a ten, or a two. 


Iways take up as many cards as poſſible with Y 


one card, and endeavour to win the laſt cards. * 


Though you can play your cards to ere 2 


avoid doing it when it may give your. e 
an a of grins © the ONS 


* 4 22 8 * 25 RS 5 7] 2 +4 1 
1 , . s 


TS, 


ole they were eight or ten 


I 
f. 
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Endeavour to remember the cards played, and 
thoſe that are in, which will advantage you greatly 
in playing. | 

When you take up a pair, it is always beſt to 


2 them, by placing them in different parts 
the cards before you, 31 it prevents their coming 


in the next deal. 


hen Four PERSONs play, each has a part- 5 
ner the ſame as at whiſt, and the game is marked 
in a ſimilar manner, allowing the 8 — * 


be mentioned. 


When TER EE ronxsoxs Play, each party 3 | 
feparately, and the two. loweſt add Bight | 
together, and ſubſtract them from the hig ; 

When Two PERSONS play, each. marks 
for himfelf, allowing. the fubſirattion ore men» 
toned. | 

| ELEVEN POINTS CONSTITUTE 5 GAME. 


— — 


TI GAME OF ALL 'FOUR 


s played by tro fwd with an entire © 
I pack of cards. wer N derives Its name. 


PEE ar four chances of which it n viz, 
F 3 | 


x 3 Table of the Terms. uſed in Playing. 
High, is the ace of trumps, or the next beſt 
im aut, and reckons for one * 28 
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Low, is the deuce of trumps, or the next loweſt 
trump out, and reckons for one point. 

Fack, is the knave of trumps, and reckons for 
one point. 
. . Game, is tow majority of pips, collected from 
the tricks, and reckons for one point. 

N. B. The cards from which this is obtained are, 
ace, king, queen, knave, and ten. The ace reckons 
For four pips, the king for three, the queen for two, the 


nave for one, and the ten for ten. 


Beg, is when the non - dealer, not Ming bis cards, | 


fays, © I beg, the dealer muſt give him three more 


cards from the pack, and three to himſelf; or ſuffer 


OY e 


3 of is GAME. 


IF in \ dealing, the dealer diſcovers any of his 


| 1 cards, he (the en may demand 


The dealer giving his adverſary more cards than 
are required, there muſt be a new deal; or, if 
both parties agree, the extra cards may be drawn 
by the dealer from his adverſary's hand. The 
fame if the dealer gives himſelf too many cards. 
But, in either caſe, if part of the cards have been 

el, a new deal muſt take place. You cannot 

eg more than once in a hand, unleſs boch 8880 
agree. 

* playing, you muſt either follow foi or trump, 


on 22 your — 8 e one L642 to | 


bis cos. 


1 * ” =, * 
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The Mode of Dealing and Playing, G. 
TEN points conſtitute the game, and the beſt 


mode of making them is the ſame as at whiſt. In 


beginning the game, each perſon cuts for the deal, 
and the perſon cutting the loweſt card is the dealer. 


The deal is made by giving one card alternately, 


until each player lias ſix, and turning up the next, 
or thirteenth card, which is trump. If the card 


turned up is a knave, the dealer ſcores one point 


to his game. ; 

N. B. Knawe of trumps in hand does not reckon, 
znleſs you make a trick with it. For if your adver- 
fary takes it with the ace, king, or queen, he ſcores it. 


can. 
Always win your adverſary's beſt cards when 
you can, either by trumping them, or with ſupe- 
rior cards of the ſame ſuit. In every other reſpect, 
the game is played the ſame as whiſt. PE 


THE GAME OF CONNEXIQNS 


M 


—— — 


if the former number, ten cards are to be 


given to each; but if the latter, only eight, which . | 
are dealt and bear the fame value as at whiſt, ex- 


cept that diamonds are always trumps. The con- 
nexions are formed as follows:: © 


** 


"0 Se 


Endeavour to make your knave as ſoon as you 


AY be played by either three or four perſons; 


: 5 
iſt, > 


, 
$4 i 


4 1 * 9. 
W 4 . 2 
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_ Iſt. By the two black aces. | 
_ The ace of ſpades, and king of hearts. - 
En The ace of clubs, and king of hearts. 
or 


the firſt connexion 25s. are drawn from the 


pool; for the ſecond 15. for the third 64. and the 
winner of the majority of the tricks 64. This. is 
ſuppoſing gold to be ſtaked in the pool, but if 
ſilver, pence are drawn. 

A trump played in any round where there i is a 
connexion wins the trick, otherwiſe it is gained 
by the player of the firſt card of connexion; 15 and, 
whenever there is a connexion, any fqllowing 
Pl Payer. may trump, without incurring a revoke; 

alſo, whatever ſuit may be led, the perſon 
holding a card of connexion, is at liberty to pla 
the ſame; but the others muſt follow ſuit, unleſs 
one of them can anſwer the connexion, Which is 
to be done in preference. 
No money can be drawn till the hands are finiſhed; 


WP then the poſſeſſors of the connexions are to take 


firſt, according to precedence, and thoſe ing 
the N of the 0 take lat | | 


@* 


- 
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THE GAME OF PUT 


5 1 with an entire pack of cards, generally 
two perſons, and ſometimes by four. The 

3 at- this game are ranked differently in value 
ä ·⁰ CREE 8 * as jus A we” 
e 


x ey N 58 


973 . 


* 


d ans 


UE BKA e 


2 
e 
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Dy : Laws of the Gam... 

I the dealer diſcovers any of his adverſa 
cards 1 ns dealing, he (the adverkary) may 5 
new 


The dealer diſcovering his own cards in dealing, 


muſt abide by the deal. 


A faced eard being diſcovered during the 
the cards mult be re- Huffed, and dealt din. *s | 
obs dealer givin oy ey more cards than 
are neceſſary x7 lin a freſh deal, - 
or fuffer the dexter to dr 2 the extra cards fro | 


his hand. | 
The dealer giving himſelf more cards than are 


| his due, the adverſary may add a point to his game, 


and call a frefhi deal if ro 8 or draw the ex- 
. 

er interfering, or ng, in t 
game, thall pay the ſtakes lol. 0 | 
Either party faying I put, tlrat is, 1 play, can- 
not — A _ abi che event of the game, 
or pay the ſtake, 


Two ANDED PUT. 
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five lines, or ſtfokes, with a pencil, or chalk, and ch 
rub off one for every point, and he that firſt de- ve 
faces them ali wins the game. | es th 

On beginning the game the parties muſt cut for di 
deal, which is determined as ar whiſt. The deal re 
is made by giving one card alternately, till each ce 


perſon has three. The n6n-dealer looks at his 
cards, and if he thinks them bad he is at liberty to 
put them upon the pack, and his adverſary ſcores 
a point to his game. This, however, ſhould never 
be done; always play the firſt card, and whether 
your adverſary wins it, paſſes it, or plays one of 
equal value to it (which is called a fie), you are 
at liberty to put, or not, juſt as you pleaſe, and 
your adverſary only wins a point. | 
If your adverſary ſays I put, you may play or : 
not. If vou do not, your adverſary adds a point 3 
; to his game; and if you do, whoever wins three re 
tricks, or two out of the three, wins five points, 
which is the game. It ſometimes happens that a 
each party wins a trick, and the third is a tie; 5 
then neither party ſcores any thing. | 


* 
P 4 


| SEE INI rv: etl c. t tt: NE: · t: C 2at2trls : . 2 


FOUR-HANDED fur x 


T® played exactly the fame as two- handed, o | 
each perſon has a partner; and when three cards, 
are dealt to each, one of the players gives his part- 

. F = - 2 
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ner his beſt card, and throws the other two away; 
the dealer does 'the ſame to his partner, or vice 
ra and the two perſons who have received 

— eg s cards play the game, previouſly 
ng their worſt card, for the one they have 


porter from their partners, The game then pro. 
ceeds as at two-handed put. 


; ax 
 EPITOME 
STATUTE LAWS- 
| 90 Z 
GAMING, 
With the different Caſes of conteſted Betts, Bonds, 


and other Securities, which haue been legally 
argued and determined, | 


— 


2 _— . 


Gaming Houſes protubited, 


| hall, for his gain, lucre, or living, keep any 


common houſe, alley, or place of bowling, coyt- 


ing, cloyſh, cayls, half bow], tennis, dicing table, 


or carding, or any unlawful game, on pain of 408. 


a day. J. 11. | 
But it was reſolved upon this clauſe, in the 
third year of J. 1. that if the gueſts in an inn or 
tavern call for a pair of dice or tables, and for their 
recreation play with them, or if any I 


Y the ſtatute of the 33 H. 8. c. q. no perſon 


at any time play at bowls in o 
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lay at bowls for their recreation, or the 2 
Flay * are not within the ſtatute; for although the 
ames be uſed in an inn, tavern, or other Foals, 
yet if the houſe be not kept for gaming, lucre, ar 
gain, but they play only for recreation, and for no 


gain to the owner of the houſe, this is not within 


the ſtatute, nor is ſuch perſon that plays i in ſuch 
houſe that is not kept for lucre or gain, within the 
Ply, of that 47 Dalt. 0. * ö 


„ 


Haunting Gaming Houſe. 


AND moreover, : by the ſame ſtatnte, it is fur- 
ther enacted, that every perſon uſing and 

any of the laid houſes and * and there Play 
ml mall forfeit Go. 84. 


L K 85 7 


4 . Fe 1 N 5 „ 22 ** 
4 1 TO TINT : > {+ - (+. #25 


AID 


Fe 


Außer, and Servants not allowed to game. 


By the ſtatute of the 33 H. 8. c. 9. / 16. no 


manner of artificer, handicraftfman, boſbandman, 


apprentice, labourer, ſervant at huſbandry, jour; 


neyman, or fervant of artificer, mariners, fiſher- 


men, watermen, or any. ſerving man, ſhall play at 
the, tables, tennis, dice, cards, bowls, claſh, coyt- 


, logating, or any other unlawful” game, 'out of 
7 mas, on pain of 205. and in ritma to. 


at the ſaid games only in their maſters” houſes,: or 


in. their maſters! preſence; and alſo nb perſon ſh 


den or. orchard, on pain 0 64,8 84.” 2 : 


* 
N 
* * a K 
* , 0 5 2 * 


o 
o 4X 
Sa" s ] > : / : 
* e + / e 
* 
4 * 


-- 


haunting 
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But any maſter may. licenſe his ſervant to play 
at cards, dice, or tables with himſelf, or with any 


other gentleman openly in his bouſe, or in his Pre. | 


ſence. ＋ 23. 
And any nobleman, or other perſon Big 1000. 
year, may command or licenſe his ſervants, or 


Family of his houſe, to play within the precinet of 


his houſe, garden, or orchard, at cards, dice, ta - 
bles, bowls, or tennis, as well among themſelves, 
as others nt to the ſame * 7 23. 


* * 7 
* 4 2288 1 


Piper e Se. 


WHERE it ſhall be proved en the en of fe 
witneſſes before any juſtice of the peace, as well as 
— wa 3 _ 1 view, that any 
| on u Unaw game contrary to 

the ſaid ſtatute; the Lad ice ſhall have power to 
commit him to priſon without bail, unleſs and un- 
til he ſhall enter into recognizance, with ſureties, 
dot without, at the diſcretion of the juſtice, that he 
gene Gs nol at or uſe er 


ful _ „ * 
| 25 wad 


No Privilege of 8 . 


No privilege of parliament ſhall be 'attowed to 

any pexſon againſt whom a proſecution ſhall be 

0 6-4 r keeping any 3 ming 

or pla. for playing N rohibi 6 game. 
43s O. 2. 4 34 /. To | N 


| Gaming 


1 


„ ĩ³ ” 0 WW 


5 By the 30 G. 2. e. 24. If any rſon licenſed 
to ſell ＋ How of liqu 10 or who ſhall ſell or ſuf- 


ground, or apartment thereto belonging, fall no- 
ſhuffle-boards, mi or billiard-tables, ſkit- 


victed thereaf on co on, or osth of one wit- 


diſtreſs by warrant of ſuch juſtice; three fourths | 
of which ſhall be to the churchwardens, for the | 
uſe of the poor, and one fourth to the informer. 1 


; S: 14 
| ſhall be made on oath before one juſtice where the 


_ apprehend and cone tp offender before ſome Juf- 
| 25 of the place where t 
- mitted, or where the offender. ſhall refide; and if 
ſuch perſon ſhall be convicted thereof the nath 
1 one witneſs or c penfelfion, he ſhall - orfeit not 


| LAWS ON GAMING. = 
Gaming in Public Hue gralibited. + 


fer the ſame to be fold in his 4 out- houfe, 
ugly ſuffer any mid with cards, Fo draughts, 


tles, nine-pias, or wit any other unplement of 

gaming, in his houſe, out-houſe, ground, or apart- 
ment thereto beionging, by. any journeymen, la- 
bourers, ſervants, or appre hn Pore and ſhall be con- 


nels, before one juſtice, within fix days after the 
offence committed, he ſhall forfeit for the firſt. of- 
'Fence 40s. and for every other offence 100. by 


And if any journeyman, labourer, apprentice, 
or ſervant, fall game in any houſe, out-houſe, 


ground, or + t thereto belonging, wherein 


any liquors ſhall be ſold, and complaint thereof i | 


offence ſhall be committed; he ſhall. iſue his war- 
rant to the conſtable or other peace officer of the 
place wherein the offence is charged to have been 
committed, or where be offender ſhall refide, to 


he offence Mall be com- 


exct 


| 
| 
1 
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| exceeding 20s. nor leſs than cs. as the Juſtice ſhall 
order, &very time he ſhall ſo offend and be con- 
victed as aforeſaid, one fourth to the informer, 
and three fourths to the overſeers for the uſe of 
the poor; and if he ſhall not forthwith pay down 
the ſame, ſuch juſtice ſhall commit him. to the 
houſe of corre&ion or ſome other priſon. of the 

lace where: he' ſhall be apprehended, to be kept to 


ard labour for any time not exceedin 822 one as 


| or until he ſhall bay the forfeiture. LY 15. 
Tales F ref ging to | give Baade aa 7 Pu. 
ment. ? 


IF it ſhall. appear upon oath to the acbb 
17 the juſtice, that any perſon within his, juriſdic- 
tion can give material evidence on behalf of the 
proſeciitor or of the perſon accuſed, and who will 
dot voluntarily appear, he ſhall ſue his ſummons 
k convene him to. giv & his evidence; and if he ſhalt 


egle* or refuſe to appear on uch leer | „and 


no juſt excuſe” ſhall be offered, then (on 

pon oath of the ſummons having been abe "fe 
Upon bini) he ſhall iſſue his warrant to bring ſuch 
witneſs before him; and on his appearance, if he 
ſhall refuſe to be examined on oath, without offer- 
ing juſt cauſe for ſuch refuſal; the Juſtice ſhall 
gommię him to the pubic priſon for any time not 

excceding three months. / 16. eee 

And 1 in all proceedings on this 48 any zerſon. 
wall be admitted to be à witneſs,” notwf bſtanding 
his being an inhabitant” of the place” wherein the 


nar | hall have been eojhtnitted. 4 3 


— 


„. 4 "mT 


JFFFF˙˙•1ò“1]f ¾ ö, 7˙7»w‚‚§7§cßꝛ . , ET .. 


fo playing or bettin 


— 


my £ 39 is 24, 
' BY the 9 Av. c. 14. any vein who ſhall at 


any time or fitting, by playing at cards, dice, tables, 


or other game whatſoever, or by betting on the ſides 

of ſuch asdo play, Je/e to any one or more perſons 

Hug, in the whole the ſum or 
| pa 


value of ol. and or deliver the ſame, or 
any part thereof, the Elon ſo lofing and paying, 


or being gy the fame, fhall be at liberty in three 
men ue for and recover the fame with coſts 

in any court of record; and if ke fhall not ſue in 
three months, it ſhall he lawful for any perſon to 
ſue for and recover the fame and treble value, with | 
col; half to a — half 


N perſon who ſhall be ſo liable to be 


fued for the fame, fhall be obliged and compellable 
to anſwer on oath ſuch bill as ſhall be 2 
»painſt him, for diſrovering the ſum of money 
or other thing fp won. 9 4 LEE: 18 &. 2. 
c. 34 J. 3. | 


— 5 
a Car. | 


A ay thine os fit 1 17 3; Bon an 


Booth, On a motion for a new | 
reported from the laſt Briſfel aſſizes, n «Sign 
Was brought to recover hack 1 any won by + | 
upon the ſtatute of 9 he ger was 
at all-. 
Jour, for two * A oY from . even- 
| ing 


at a coffee-houſe in Briſtol. ol 
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Lang e winning £ 10 c gert at a Time, or 
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ing to Tuefday evening, without any interruption, 
Except for an hour or two at dinner, but the plain- 
tiff and defendant never parted company. It was 
inſiſted at the trial, that this was not won at any one 
fitting, ſo as to fall within the ſtatute, becauſe the 
dinner had intervened. But the judge thought 
otherwiſe : however, the jury found a verdict for 
the defendant, much to the diſſatisfaction of the 
Judge. On ſhowing cauſe, it was inſiſted, that a 
new trial in an action for a penalty was unpre- 
_. cedented; and that as both parties were gamblers, 
neither was entitled to any favour or jndulgence 
from the caurt. Gould J. (in the abſence of De 
Prey Ch. J.) was clearly for granting a new trial, 
the verdict being manifeſtly contrary to evidence. 
The ſtatute (with reſpect to the party loſing) is 
remedial, not penal. He is to recover back his 
money, and to that end the 3d ſectlon of the ſtatute 
allows a bill in equity for a diſcovery; which 
Plainly ſhows that it was not conſidered as a penal 
ſtatute. Had this been a [proceeding on that 
branch af the ſtatute, Which inflicts pillory, or 
other corporal puniſhment, it had been otherpiſe. 
Blackflone J. of the ſame opinion. The ſtatute 
makes the winning of 10l. at one me or fitting, a 
nullity; and therefore gives the loſer an action to 
recover back What ſtill properly continues to be 


his o.] n money. To loſe 104. at one time, is to 
Iobſe it by a ſingle ſtake or bett; to loſe at one fitting 


is to leſe it in a courſe of play where the company 
never parts, though the perſon may not be actually 
gaming the whole time. Nares J. of the fame 


© opinion. The ſtatute is remedial where the action 


is brought by the party injured, but penal where 
A 4 — — 1. 2. 3 8 ; £ 7-400 "#2 v3 8 8 "46S; WEE broug t 


* * 
Roy 


3 # & * 


. 
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Dr le game whatſoever.) M. 15 C. 2 — 
and Marley. It was determined, that n are _ 
within theſe general words. Str. 12 So alſo 


in the caſe of Blaxton and Be, E 6 G. 3 2 
Wilſon, 309: | 


And in the caſe of Hall. 450 Lonybotham, 11 
30 G. 2. it was admitted on all hands that a Fo. 


race alſo is within the ſtatute, and that a ſootman 
running againſt time is a foot- race; but in this 
caſe, for a. flaw in the declaration in not laying the 


fact cloſe cog to the words of the I. the . 


defendant had judgment. 2 Wl. f. 36. 

In the caſe of E 
on an action for 5 guineas won by betting at a 
horſe- race, it appeared that the bett was 10 guineas 


by the plaintiff, to 5 by the defendant. The plain- 
tiff won, and obtained a verdict. It was moved in 


arreſt of judgment, that there was no mutuality in 


the wager; for as by feaſon of the ſtatute the defend. 


ant could not bave recovered the 1 o guineas, there - 


fore the plaintiff ſhall not now: recover the five: 


And of that opinion was the court. And Aton J. 


mentioned the caſe of Connor and Quick in the 


king's bench about ten years before, -when the 
court took a diſtinction between running a horſe 
for ol. which was lawful; and betting: on the ſide 
2 2 horſe, which was not ſo. Aud} in the e 


— caſe, N 
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brötght by a common informer. And the rule way - 
made abſolute for a new trial. Black. Ht 1226. * 


layton and Jennings, E. 10 6. 35 =D 
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eſe, by th opition of the whole coun, dune . 
* arreſted. 1 2 
=» the ſame NG the 9g A.. e. 14. If any an 


mall, at any one time or ſitting, win of any * 

one or more perfon or perſons, above the ſum or er 
value of 100. he ſhall, upon conviction on indict- fa: 
ment or information, "forfeit five times the valne of vu 
e 4 niday bu 
3 perſon as fall fue for the fame. th 
$ far 


And by 18 C. 2, e. 34, If any perfon ſhall aufn tre 


- or boſe at lay, or by betting, at any one time, the ab. 
— — of me — the ſpace of 24 [ 1h; 
hours the ſum or value of 207.3 he fha be liable AL" 
to be indicted for ſuch offence, in fix months, th 
either in the 's bench or at the aſſizes; and 
being eeuvicted, all be ſined five times the value 


of the ſum won or loſt, which (after ſuch charges 


as the court ſhall judge reaſonable, allowed ther- | _ 1 


out to the oſecutor and evidence) thall go to the 5 
8 if any offender ſhall diſcover another offen- diſt 


der, ſo that he be convicted, the diſcoverer thall | re. 
be N gen from all penalties by reaſon of ſuch — 


. offence, 


not before convicted thereof, and fhall was 


be admitted as an evidence t to prove the fame. / 9. unr 


| perſo 
tennis, bowls, es 3 or any other 


_ But n in this act * aforeſaid | - plai 
 atof us I. L 1. dell 
5 „ | 9 3 ſtati 
ANA 9 —— - Le, | equ 
"Lhe above rod. af & Tint, IC 

IF. uny n ſhall play at cards, dice, tables, 6h 


paſtime 


r 


s, 


d aT A & 
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paſtime or game whatſoever (other than for ready 
money), or bet on the ſides of ſuch as ſhall play, 
and ſhall loſe any ſum or other thing, exceeding 


I Iood. at any one time or meeting, upon ticket, or 


credit, or otherwiſe, and ſhall not pay down the 
ſame at the time when he ſhall loſe, the ſame, in 


ſuch caſe he ſhall not be bound to make it nk 
but the contract for the ſame, and for 7 poe 3 
r the 


thereof, and all aſſurances and ſecurities 


ſame ſhall be void; and the winner ſhall forfeit 
«treble value of all ſuch ſums as he ſhall fo win 
above tool. half to the king, and half to bim that 
ſhall ſue in one year iu any of the courts of record 
at We n, with treble coſts. 16 C. 2, e. 7· 75 3. 


* 


Case.. 


= IN he caſe 8 Humplries and Rigby, M. 1605 
a bill was brought, to be relieved againſt a bond 
for money won at all-four. The plaintiff was a | 
diſtiller, and the defendant a tapſter at a bowling» if 
green; and it appearing that the defendant laid te 


cards, and turned up the knave of clubs, which 
was Jack, ſeveral times together; and being an 


unreaſonable ſum for ſuch perſons to venture; the 
- plaintiff was relieved, and the bond ordered to de 
delivered up, although this caſe was not within the 


ſtatute, the bond being for leſs than 1001. For 


equity always relieved. before the ſtatute, where 
any fraud appeared. 2 Abr. Eg. Caſ. 184, _ 


ö 
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AN D all notes, bills, bonds, judgments, mort- 
ages, or other ſecurities, where the whole or any 
part of the conſideration ſhall be for money or ai 
other valuable thing won by playing at cards, dice, 
tables, tennis, bowls, or other game whatſoever; 
or by betting on the fides of .ſuch as do game; or 
for the reimburſing or repaying any money know- 
-ingly-lent or advanced, at the time and place of 
ſuch Plays to any perſon ſo gaming or betting, or 
that ſhall (during ſuch play) ſo play or bet, —ſhall 

be void: And where ſuch ſecurities ſnall be of 
lands, or ſuch as encumber or affect the ſame; they 
ſhall enure and be to the ſole uſe and benefit of, 
and devolve upon ſuch perſon as might have ſuch 
lands, in caſe the ſaid grantor, or perſon ſo encum- 
bering the ſame had been dead: And all convey- 
ances to hinder them from devolving on ſuch perſon 


*ſhall be void. 9 An. c. 14. J 1. 


: _ Casss. 55 
. 14 C. 2. Bowyer v. Bampten. Upon à caſe 
* ſtated at niſi prius in an action by the plaintiff as 
© indorſee of ſeveral promiſſory notes, it | 


that the notes were given by the defendant to one 


Aurel for money by him knowingly: advanced to 
the defendant-to game with at dice, and that Church 
indorſed them to the plaintiff for a full and valuable 

_ conſideration, and that the plaintiff was not privy 

to, or had any notice, that any part of the m—_ 

r ED +4 
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for which the notes were given had been lent for 


the purpoſe of gaming. Upon this a queſtion aroſe 


on the above ſtat. of 9 An. c. 14. whether the 


plaintiff could maintain this action, and the court 
were of opinion he could not; for it is making it 


of ſome. uſe to the lender if he can pay his own, 


debts: with it, and will be a means to evade the 
act. And though it will be ſome inconvenience to 


an innocent man, yet that will not be a balance to 
thoſe on the other ſide. And the plaintiff is not 


without a remedy, for he may ſue makes on his 


indorſement. Str. 1155. | 
19 G. 2, Barjeau and V. almſley.. The plain- 3 


tiff and defendant gamed together at toſſing up for 
five- guineas at a time. And the plaintiff having 


won all the defendant's ready money, lent him ten 


Ede at a time, and won it, till the defendant- 


d borrowed 120 guineas. In an action for mo- 
ney lent, it was inſiſted for the defendant, that by 


the ꝙ Au. c. 14. the plaintiff could maintain no ac- 


tion; for by that act, all /ecarities for money lent 


to game ſhall be void; ; and the borrowing on an 


agreement to pay is a /ecurity, But Lee, Ch. ]. 
held that this was. not a: caſe within the act, for 
there is not the word contrad, as in the ſtatute of 


uſury; and the word Kerri, as it ſtands in this 


act, muſt mean laſting liens upon the eſtate. The 


parliamen might think there would be no great 


arm in a parole contract, where the credit was nat 


| like to run very high; and therefore confined the 


act to written ſecurities. Wherefore the plaintiff 


obtained a verdict for 1261. Str. 1249. 


In the caſe. .of Rawdin and Shadwell, Apr. 23% 
1755: A bill was brought by the plaintiff for an 
Par N v2 . A 


/ 


£ 


% 
— — 


220 LAWS ON GAMING. 


injunction, and that the defendant might deliver up 


the plaintiff's bond for 11507. for money loſt at 
play, and might refund a ſum of 1 50. paid by the 


_ Plaintiff in part of the- ſaid bond. It appeared, 
that the plaintiff was a lieutenant, and the defend- 


ant a captain in Cottrell's regiment ; and about 14 
years ago, being quartered at Leeds in Yorklhire, 
the defendant won of the plaintiff, in one evening, 
the ſam of 1150/. The plaintiff was under age; 
and being ſo, gave a bond for the money to the 
defendant; and afterwards, when of age, paid 1 go/. 
in part. It was inſiſted for the plaintiff, that the 


ſecurities by the ſtatute of the 16 C. 2. were totally 


void, and ought to be delivered up; that the pro- 


perty of an infant in money loft at play is not al- 


tered, and therefore trover would lie; and the ſta- 


"tute of the 9 Anu. was mentioned, and a caſe in 


Mod. 91. For the defendant it was urged, that 
the Plaintiff on the ſame evening won of another in 
the ſame coinpany, to wit, the ſurgeon of the regi- 
ment, a larger ſum than the 11 50. which has been 

aid by him. That fair gaming is not malum in ſe. 
It is only prohibited / modo. That the caſe cited 
was of money loſt with falſe dice, which the court 

takes cognizance of as a cheat. That the ſtatute 


.of An. gives the court juriſdiction only as to a diſ- 
coverv. That as to the 1501. it was paid after he 


came of age; and if the court ſhould order the de- 
fendant to refund at the diſtance of 14 years, it 
would occaſion an infinite number of ' applica- 
tions. That the ſtatute of 16 C. 2. gives no re- 
medy to recover money already paid. That there 
has been too long an acquieſcence. That money 


not 


paid even In caſes of bribery and; corruption, can 
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not be- recovered. at law. That the ſtatute of Au. 
has directed an action within three months, - for 


money loſt and paid at play.— The Lord Chan- 


cellor ſaid, the decree, he ſhould make was not 
founded on any imputation on the character of the 
defendant, who bad put in à very candid anſwer. 
But this is a breach of the law, from a falſe prin- 
ciple of honour. And he was of opinion, that the 
plaintiff. was entitled to the whole relief prayed; 
that a party may come into this court to have a void 
ſecurity delivered up; that refunding the money is 
of courſe, as the ſtatute has made the ſecurity void 
to ali intents and; purpoſes... oo 
7. 11.G. 3. Earl of March and Pigot. The 
cauſe was on a contract made at Newmarket., A 


wager was originally propoſed between young Mr. 
Pigot, the defendant, and young Mr. Codringt: 


* N Wed 
to run their fathers (to uſe the phraſe of that place) 


4+ 


each againſt the other. Sir William Codrington, the 


father of Mr. Codrington, was then turned a little of 


fifty; Mr. Pigot's father was upwards of ſeventy. 
Lord Offery computed the chances, in the proper: 

tion of 500 to 1600 guineas, according to the ages 
of their reſpective fathers. Mr. Codrington thought 
the computation was too much in his disfavour, 
Whereupon Lord March agreed to ſtand in Mr. 
Codrington's place, And reciprocal notes were 


accordingly given between the Earl and Mr. Pigoat. 


It happened, that at the time of this tranſaction, 
Mr. Pigot's father was dead, unknown and un 


ſuſpected by any of the parties. He died in Shrop- 
Hire, 150 miles from London, at two of the clock 


in the morning of the ſame day on which this bet 
was made at Newmarket after dinner. * 


6 att ine e 
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trial, the jury, gave a verdict for the plaintiff, with 
m5 a 51. damages. It was moved for a new trial. 
| he chicken was, that the contract was void, as 

Without any conſideration. For there was 


3 poſſibility of the defendant's winning (his father 


being then actually dead), and therefore he — 
not to loſe: it was a contract in futuro, manifeſt! 

made upon a ſuppoſition of a then future contin- 
5 0 


hat the parties really meant? The material 
contilitency was, Which of theſe two young heirs. 
ſhovld-firft come to his father's eſtate ? It was not 
known that tlie father of either of them was then 
dead. Their lives, their healths, were neither 
warraiited nor excepted. * It was equal to both of 
them, whether one of their fathers ſhould be then 


fick or dead. All the citcumſtances ſhow, that if 


It had been then thought of, it would not have 
made any difference in the bet; and there was'no 
teaſon to preſume that they would have excepted 


it. The intention was, that he who firſt came to 
his eſtate ſhould pay this ſum of money to the other 


who ſtood in need of it. And the court unani- 
mouſly diſcharged the rule for 3 a new trial. Burr. 
: 4 2802. e . 


; Perſon h Medes of 1 5 by Gaming. 


AND any two juſtices may cauſe to come, or to 
be brought before them; every perſon whom they 
mall have juſt cauſe to juſpect to have no viſible 


e offtats, attains or r cons to meinmsin 0 
„ c = 4 


= 
By L. Mansfeld Ch. J.: The queſtion 


S re N02 


4 
292 


78 
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by, but do for the moſt part ſupport themſelves by ö 


gaming; and if ſuch perſon ſhall not make it ap- 
: PR ſaid juſtices, that the principal part of 

his expenſes is not maintained by gaming, they 
ſþall require of him ſufficient ſureties for his good 
behaviour for twelve months, and in default of his 
finding ſuch ſecurities, / ſhall commit him to the 

L common gaol, until he ſhail find ſuch ſecurities as 

aforeſaid. : q An. c. 14. 6. 8 

And if he ſhall, during the time for which be 
ſhall be bound, at any one time or fitting, play or 


. 


bet for any ſums or other thing, exceeding in the 
i whole the value of 20s.; ſuch playing ſhall be 
. deemed a forfeiture of the recognizance. /. 7. 
I ; EIT TOC . 7 e 
5 —— 
F . eng 
: | Cheating. fs 
5 WH 3 LE a ; 
5 IF any b ſhall by any fraud, unlawful de- 
0 vice, or other ill practice in playing at cards, dice, 
45 tables, tennis, bowls, fkittles, ſhovelboard; or by }' 
» cock-fightings, horſe-races, dog-matches, foot- 
. traces, or other paſtimes or games; or by bearin 
a ſhare in the ſtakes; or by betting on the ſides o 
ſuch as ſhall play, act, ride, or run as aforeſaid.—— 
win any ſum or other valuable thing; he ſhall for- 
| feit treble the value, half to the king, and half to 
M_ pany gfieved (if he ſhall ſue in fix months), 
otherwiſe to any perſon who ſhall ſue in one year 
0 next after the ſaid ſix months, in any of the courts 
4 of record at Weftminfler, with treble coſts. 16 C. a. 
e Fs OS 4 PIES VVT 
s © And by the g An. c. 44. If any perſon ſhall by 
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any fraud or ſhift, cozenage, circumvention, de- 
ceit, or unlawful device, or ill praftice whatſoever, 
in playing at cards, dice, tables, tennis, bowls, or 
any the games aforeſaid, or bearing a ſhare in thne 


ſtakes, or betting on the ſides of ſuch as do play, | 
win any ſum of money or other valuable thing, 0 
and ſhall be convicted thereof upon indictment or N 
information; he ſhall forfeit five times the value of 8 
ſuch money or other thing ſo won, and ſhalt be [ 
deemed infamous, and ſuffer ſuch —_— puniſh+ 2 
ment as in caſes of wilful perjury; and ſuch penalty f 
to be recovered by ſuch perſon as ſhall ſue for the ” 
ſame, by ſuch action as aforeſaid. /. 55. -" > 
CASE. i 
T. 96G. 2. K. and Luckup.. The defendant was 4 
convicted on an information upon this act, which | 
_ ſays, that he ſhall forſeit five times the value, to be de 
recovered by a common informer, upon convic- of 
tion. And it was moved, that a fine ſhould be ſet ga 
upon the defendant, if he refuſed to ſpeak with 2 
the proſecutor. But by the court, All the judg- 
ment that we can give is, that he is convicted; and ſet 
a new action muſt be brought upon that judgment thi 
for the forfeiture, which was thought ſufficient to 5 
deter the offenders. In the caſe of recuſancy, or 
there is no other judgment. And the defendant 1 
was diſcharged, without any ſine or coſts. Str. 1048. 4 
EH Ee inſt 


ö Quarrelling. = hav 
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Quarrelling. 


AND for the preventing ſuch quarrels as may 
bappen on the account of gaming, if any perſon 
ſhall aſſault and beat, or challenge to fight, any 
other perſon whatſoever, on account of any money 
won dy gaming, playing, or betting, at any the 
games aforeſaid, he ſhall, on conviction thereof 
by indictment or information, forfeit to the king 
all his goods and chattels and perſonal eſtate what- 
ſoever, and ſhall alſo ſuffer impriſonment without 
bail or mainprize, in the common gaol of the 
county where the conviction ſhall be had, during 
the term of two years. 9 An. c. 14. . 8. 8 8 


— 


| Lottery a Nuiſance. Faro, Hazard, Oc. fo confidered. 
BM the 10 and 11 V. c. 17. all lotteries are 
declared to be public nuiſances. The game of ace 


of hearts, faro, baſſet, and hazard, ſhall be deemed 


games, or lotteries by cards or dice; and every 
porn who ſhall ſet up, or keep theſe games, ſhall 


liable to all the above-mentioned penalties, for 


ſetting up or keeping any the games or lotteries in 
this act mentioned. 12 G. 2. c. 28. 2. 
And every perſon who ſhall play, ſet at ſtake, 


| | 
bi A 
». 4 1 
” 
£ 
* 


| 


or E at any of the ſaid games, ſhall forfeit 5o/, |} 
iu 


u the like manner. / 3. 

Alſo the game of paſſage, and every other game 
with one or more die or dice, or with any other 
inſtrument, engine, or device in the nature of dice, 


having one or more figures or numbers thereon 


(back - 


0 backegarn ana the dee” games haves with 
the back-gammon tables, only excepted), ſhall be 


deemed es ar lotteries by dice, Og the ſaid 
act of 12 G. 2. c. 28,—13 G. 2. c. 19. 


Alſo by the 18 G. 2, c. 34. No . thall 


keep any houſe, room, or place for playing, or 
ſuffer any perſon within ſuch place to 55 at roly- 


poly, or any other game, with cards or [Joe already 
prohibited by the laws of this realm: and if any 


perſon ſhall keep ſuch houſe, or ſuffer any perſon 
to play at roly- -poly, or other game, with cards or 
dice e yak by law, he ſhall be liable to the 


ties and proſecution, as by the ſaid act of the 


12 G. 2. c. 28.—18 G. 2. c. 34. f 1. 
And if any perſon ſhall — at 2 E or any 
game with cards or dice prohibited by law, he ſhall 
be liable to the penalties and proſecution as by the 
ſaid act of the 12 G. 2.—18 C. 2. c. 34, J. 2. 


— 


Pg 


THE END. | 


Gn, but The game of Rouge et t Noir comes under 
. the denomination of lottery —Eprro . | 
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A PRACTICAL TREATISE, e 8 
the Art and Myſtery of BEW. G Pox- 
TER, ALE, Tworzxxv, and TABLE BEER; re- 
commending and proving the Eaſe and Poſſibility 
of every Perſon's brewing their own Beer, in any 
Quantity from one Peck to one hundred Quarters 
of Malt. Intended to reduce the 2 4 5 of Fami- 
lies. With Directions for bottling Porter and Ale; 
and their Management in other Veſſels. By S4- 
MUBL CHILD,.. Brewer. Sixth Edition. Price s. 
The following is the Difference of Price between ſeven Gal- 
i of Porter brewed:at Home from one Peck of, ts and the 
_ fame Quantity bought at a . CARY 
"Bk . 


One Peck of Malt "We 1 6 | 
Other Articles neceſſary 

for producing good Seven Gallons of 1 

Porte — 6 9 bought at the Brew - 
Hops. .. — ,— .0:,4 _houle —-. 2-0 
| „ Breveed at home fe 3% 2 
; 5 3 : 837 —. ö 
Fr bs te Fat gg e got | 
228 1 DICTIONARY of ROGER, or or the 
YOUNG: SURGEON'”s and APOTHECARY's * 
POCKET ASSISTANT. By Benjamin Lara, 
Member of the Corporation of Surgeons of Lon - 
don, Surgeon to the Royal Cumberland Free Ma- 
ſon School, and late Surgeon to the Portugueſe 
- Hoſpital; Kc. Price 6s: bound. | 
| 1 The SOUTH - INDIA, 'through Franke, 15 

any, Hungary, Turkey, Natolia, Syria, and 

the Deſerts of W 0h Delineated in a 5 cons 
_ ciſe Manner, with the . Place to Place, 
Time, Mode, and Expenſe of Travelling. By P 
Captain Tnomas „ po the. 1th 3 | 
nv of the een e 4B. 3 
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Boots Publiſted by F. Ridgway. 
4. BIOGRAPHICAL CURIOSI TIES, or 


VARIOUS PICTURESS of HUMAN NA. 


TURE. Containing original and authentic Me- 


moirs of DaNnitL Dances, Eſq. an extraordinary 


Miſer. Embelliſhed with a characteriſtic Portrait 
of Mr. Dancer. Price 3s. 6d. 
© Reviewers Account of this Work. 

„M We can ſafely recommend this volume as an 


agreeable companion for curſory readers; the lives 


are ſelected with judgment from the beſt authorities. 


| They do not all convey an equal portion of inftruc- 


tion, but all abound with curious traits of human 
character.” Critical Review for May 1798. 


© A DICTIONARY. of LITERARY CON. 


VERSATION. Conſiſting of curious and inter- 
eſting Anecdotes, with critical Obſervations and 


8 ( | -readers, who do not love the toil of purſuing an in- 
' rn ſubje& through a variety of authors, may 


Ld 


Remarks. The Third Edition. Price 35. ſewed. 


2 Beautifully printed. 


„„ An elegant little pocket volume, in which 


nenen and inſtruction, &c: 
Critical Review for January 1 
6. The LIFE of the late JOHN EI. WES, k 
' Member i in three ſucceſſive Parliaments for Berk. 
_ ſhire. A new Edition, a art and enlarged. 
By Epwarp Toenam, late 1 of the Second 
Troop of Horſe Guards, and Magiſtrate or the 


Counties of Efſex and York. 
n « Strange man! whoſe penury and prodigality, 


* 


— Embelliſhed with a. firiks 


2 


« whole, profuſion and meanneſs, puzzle me ſtill 
more and more as I narrate then 7 ge Public 5 


of Mr. 


Elwzs, by Auſten. as. 6 
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